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INTRODUCING STARCRAFT 64 


Al GALAXY IN CHAOS ane 


In the distant future, a small group of human exiles 
have been doomed to fight for survival on the edge 
of the galaxy. Through military strength, espionage, 
and deceit, a unified Terran government has main- 
tained an uneasy peace. As resources run short, how- 
ever, these Confederate nations find themselves 
looking toward the rich worlds of their alien neigh- 
bors, the enigmatic Protoss. To further complicate 
matters, it seems that a previously unknown and 
deadly species known only as the Zerg has entered 
Protoss space and is destroying everything in its 
path. The time for war has come ... 


And so began the story of StarCraft, a real-time 
space strategy game from Blizzard Entertainment. 
With an engrossing story line and rich characters— 
human and otherwise—StarCraft quickly became one 
of the most popular PC games of all time.When 
three more episodes were added in the Brood War 
StarCraft Expansion Set, the game reached legendary 
proportions. Even today, several years after its intro- 
duction, StarCraft still reigns as the king of strategy 
network games, thanks to a campaign editor that 
has inspired thousands of user-designed maps. 


As with many strategy games, StarCraft is tailor- 
made for the PC, using a mouse-driven interface, 
vast scrolling maps, and detailed menus. It is an envi- 
ronment that would challenge most console systems 
... until now. Mass Media, Inc., Blizzard 
Entertainment, and Nintendo of America, 
Inc. have combined to bring the entire 
StarCraft saga to the Nintendo 64 with 
the release of StarCraft 64. 
Amazingly, the StarCraft universe 
feels right at home on the 
Nintendo 64, and first- 
timers will become 
immediately 
immersed in the 
game, just like 
their PC- 


vi 
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playing counterparts. For those of you moving from 
computer to console, there are a few differences 
worth noting. 


How 15 
STHRCRAFT BS 
DIFFERENT? 


StarCraft 64 includes all 58 missions from StarCraft 
and the Brood War Expansion Set, along with seven 
single-player scenarios, and a collection of 2-Player 
maps. It is important to note that the N64 
Expansion Pak is required to access the Brood War 
missions and Two-Player mode. Although a full-fea- 
tured campaign editor is not included, it is possible 
to customize the opponents and special require- 
ments in Custom 2-Player M 


The maps and story lines used in the six episodes 
are taken directly from the PC version, although 
memory constraints required a few changes in — 


perspective and numbers of units. However, it would 
be a big mistake to think that the StarCraft 64 mis- 
sions are easier. In some instances individual missions 
are actually tougher than their PC counterparts. 


Player controls are extremely intuitive, and the 
inclusion of hot key commands compensates for any 
limitations in the controller when compared to a 
mouse. You can assign up to four groups of units to 
individual buttons, a technique that is required for 
completing the advanced missions in each episode. It 
is also possible to issue destination commands to 
specific units. Once ordered, the units will march (or 
fly) to their new position without attacking enemies 


_ along the way. This is a great way to position your 


units for flanking maneuvers against the computer, 
or to fool a human opponent with a decoy 
attack force. 


Another shortcut is the ability to quickly find all 

of one unit type. In the larger scenarios where you 
control more than one base, it is often imperative 
that you find a specific type of unit to defend against 
an attack. For example, if Battlecruisers are laying 
waste to your Zerg base, you need to find your 
Scourge quickly. However, if your Scourge are 

being picked apart by Scouts or Wraiths, you need 
Hydralisks front and center (and a Queen or two, 

if the Wraiths are cloaked). 


How Tro Use 
THIS Boor 


StarCraft 64 consists of six episodes: three from the 
original StarCraft, and three from the Brood War 
Expansion Set. Although you can start with any of the 
six episodes, it is highly recommended that you play 
the missions in order, to experience the highly 
‘engaging story line. 


NW1S510N 
WIALKTHROUGHS 


Because you must win one mission to advance to 
the next, you need battle-tested tactics that give you 
a fighting chance. For this reason, the mission walk- 
throughs comprise the largest section of this guide. 


INTRODUCTION 


Within each of the six episodes you will find individ- 
ual mission sections, with each one including a } 
detailed map, strategic walkthroughs, tips, notes, and | 
related screenshots. Knowledge of the PC version of 
StarCraft is definitely helpful, but you also need this 

guide to get you through the areas of StarCraft 64 | 
that are different. 


UNITS AND 
STRUCTURES 


Knowing how one unit stacks up to another goes a 
long way toward getting you to the winner’s circle. 
In this section, we examine every unit and structure 
from the Terrans, Protoss, and Zerg. If you have 
minerals and gas, you can build dozens of units in a 
single mission. However, you are better off making 
good use of what you have, rather than getting 
drawn into a battle of attrition. Study this section 
carefully to learn how best to plan an attack, or 
devise defensive fortifications. 


When you need a quick read on a unit or 

structure, check out the tables in the back of the 
book for such information as attack values, defensive 
capabilities, and building dependencies. Nothing is 
more frustrating than trying to build Terran 
Battlecruisers, and finding out that you forgot to 

add a Science Facility to your Control Tower. 


ScENARIOS 


Although the seven single-player scenarios are not 
linked together like the missions in each episode, 
sometimes you just need to get down and dirty with 
a quick battle. We provide a capsule summary of 
each scenario, including a map, overview of the 
geography, and tips on how to find minerals, attack 
your enemies, and form defenses. 


2-PLAYER WoODe 


When you are ready for human competition, ) 
check out our 2-Player mode section, where we 
present a few live-action screenshots and offer tips 

on how to get the drop on your opponents.With a 
living, breathing Zerg banging away at the other 
controller, you’d better be ready for anything, and 

our insider strategies will send you into battle 

armed and ready. 
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INTRODUCTION 


THIS CHAPTER INCLUDES PROFILES OF EVERY 
STRUCTURE AND UNIT IN STARCRAFT 64 (UNITS 
AND STRUCTURES EXCLUSIVE TO THE BROOD 
War EXPANSION SET ARE NOTED). PAY SPECIAL 
ATTENTION TO THE ATTRIBUTES, DEPENDENCIES, 
AND PRODUCTION COSTS DESCRIBED IN EACH 
SECTION. KNOWING HOW AND WHEN TO 
UPGRADE YOUR UNITS CAN MAKE THE DIFFER- 
ENCE BETWEEN A SUCCESSFUL MISSION AND 
EARLY EXIT. FOR A QUICK COMPARISON 

OF OFFENSIVE AND DEFENSIVE CAPABILITIES 
DURING THE HEAT OF BATTLE, CONSULT 

THE TABLES. 


TERRGNS 


If you want you 
against them,” th 
because they are tl 


4 experience to be “us 


ies, and 
they can repair damaged units and structures 


relocate most structures via low-level 
attribute when you lack the resource: 
structures on the far side of the map. 


STRUCTURES 


Terran structures share a characteristic that sets 
them apart from those of other species—mobility. 
Nearly all Terran structures can lift off the ground 
and hover to a new location, albeit very slowly. This 
enables you to move a Barracks or a Starport from 
one side of the map to the other when you lack the 
resources to build. Don’t undervalue this ability. 


Terran structures are unique in that they will deteri- 
orate to the point of destruction if they are dam- 
aged badly enough. When a Terran structure’s health 
bar turns red, it continues to deteriorate (one click 
at a time) until the building eventually blows up. This 
applies to all Terran structures, and it can be a good 
way to move more quickly through enemy Terran 
bases because once a structure is damaged badly, 
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STRUCTURES AND UNITS 


you can be sure it’ll blow up shortly. The one caveat 
to this is that an SCV can repair a damaged 
structure and bring it back out of the red zone, 
thus halting the deterioration process. 


2 


Command Center 


») This mobile Terran 
base is the center for all 
mining and resource 
management, providing a 
supply line for field units. 


* Minerals: 400 

© Gas: 0 

> Hit Points: 1,500 
~ Armor: Heavy 

* Made By: SCV 

> Produces: SCV 
~ Optional: ComSat 


ion, Nuclear Silo 


>) These structures 
form the supply line 
that supports your 
force in the field. Each 
Supply Depot supports a 
specific number of units 
and/or structures. You are 
notified if your current 
number of Supply Depots 
will not support the structure or unit that you are 
attempting to build. 


> Minerals: 100 
> Gas:0 

Hit Points: 500 
~ Armor: Heavy 
~ Made By: SCV 


STRUCTURES AND UNITS 


Bunker 


Refinery 


)) This structure 
must be installed over a 
Vespene Geyser in order 
to collect Vespene Gas. 
SCVs are then assigned to 
mine the gas, which is 
required for building 
certain units. 


~ Minerals: 100 


~ Gas: 0: 

* Hit Points: 750 
~ Armor: Heavy 
~ Made By: SCV 


Barracks 


This Mobile Training 
Facility houses and trains 
Terran Infantry units, 
including Marines, 
Firebats, and Medics 
(requires Academy); and 

Ghosts (requires a Science 
Facility with an attached 
Covert Ops lab). 


+ Minerals: 150 
* Gas: 0 
* Hit Points: |,000 bs 


Armor: Heavy 
* Made By: SCV . 
* Requires: Command Center 


Engineering Bay i 


’ A Mobile Upgrade 
Building, the Engineering 
Bay enhances infantry 
‘weapons and improves 
quality of infantry armor 
(first level upgrade). A 
Science Facility is required 
for upgrade levels two and 
three. The Engineering Bay 

is also required for building Missile Turrets. 


% Minerals: 125 

+ Gas: 0 

> Hit Points: 850 

Armor: Heavy 

> Made By: SCV 

> Requires: Command Center 


» This fortified pillbox & | 
provides cover for 
Terran troops. Marines 
and Firebats should be 
shielded in a Bunker, 
allowing them to 
return fire while the 
Bunker absorbs the 
attack.An SCV can 
repair a Bunker as it sustains damage. 


* Minerals: 100 

© Gas: 0 

© Hit Points: 350 

* Armor: Heavy | 
~ Made By: SCV | 
* Requires: Command Center, Barracks 


Academy 


‘ Attaching an Academy to a 
Barracks enables you to 
develop greater firing | 
range for Marines, and it i 
provides additional | 
upgrades for Terran troops. 


* Minerals: 200 2 
+ Gas: 0 i a 
“© Hit Points: 600 

> Armor: Heavy 

> Made By: SCV 

> Requires: Command Center, Barracks 


Factory 
: 7 meme > This automated 
Production Center turns 
out ground-based military 


vehicles: Goliaths, Vultures, 
and Siege Tanks. 


* Minerals: 200 

* Gas: 100 

Hit Points: 1,250 

Armor: Heavy 

> Made By: SCV 

* Requires: Command Center, Barracks 
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Starport 


r 
Shai 
ta) 
issile Turret 
) This automated anti-air defensive 
structure senses cloaked enemies, 
fires anti-air missiles, and extends 
the area that you can see (within 
its line of sight). 
* Minerals: 100 
* Gas:0 


* Hit Points: 200 

> Armor: Light 

+ Ground Attack: 0 

> Air Attack: 20 ry 
> Made By: SCV 


Requires: Command Center, Engineering Bay 
# 


ComSat Station 


When connected to the 
Command Center, the 
ComSat Station allows 
you to view areas of the 
map where you do not 
currently haye troops 
stationed. It also allows 
you to see cloaked 
enemy units. 


© Hit Points: 500 
> Armor: Heavy 
_% Made By: Command 
~ Requires: Command Center, Barracks, 


Machine Shop’ 


» This add-on to your 
Factory allows manu- 
facturing of Heavy 
Weapons. Its Research 
Outpost develops Siege 
Mode for Siege Tanks and 
upgrades Vultures with 
Spider Mines and lon 
ES Thrusters. In Brood War, 
Goliath rockets can be improved with Charon 


Boosters. = 
+ Minerals: 50 
Gas: 50 


© Hit Points: 750 

~ Armor: Heavy 

~ Made By: Factory 

~ Requires: Command Center, Barracks, Factory 

~ Optional: Researches additional mechanical abilities 
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) This mobile Space Vehicle 
Manufacturer constructs 
Terran support starships: 
Wraiths, Drop Ships, 
Science Vessels, Valkyries, 
and Battlecruisers. 


> Minerals: 150 

> Gas: 100 es 

* Hit Points: 1,300 

Armor: Heavy 

Made By: SCV 

~ Requires: Command Center, Barracks, Factory 

~ Optional: Control Tower researches Wraith Cloaking 


Armory 


The Terran Materials 
Research and Test 
Facility produces 
upgraded weapons 
armor plating for vel 
and ships. 


* Minerals: 100 
+ Gas: 50 

> Hit Points: 750 : 
> Armor: Heavy ae 
> Made By: SCV F 
~ Requires: Command Center, Barracks, Factory 


* Science Facility 


») The mobile Research and 
Test Facility allows you to 
develop Irradiate, EMP 
Shockwave, and upgraded 
Reactors (faster travel) for 
your Science Vessels. 


Minerals: 150 

Gas: 200 

* Hit Points: 850 

> Armor: Heavy 

Made By: SCV 

~ Requires: Command Center, Barracks, 
Factory, Starport 

~ Optional: Physics Lab, Covert Ops 


= 


| ' Armor: Heavy 


STRUCTURES AND UNITS 


Nuclear Silo _ 


\ This add-on to the 
Starport provides cloaking 
modification and an Apollo 
Reactor (speed) for 
Wraiths. 


# Minerals: 50 

% Gas: 50 

Hit Points: 500 

+ Armor: Heavy 

t 4 Made By? Starport 

* Requires: Command Cemser, Barracks, Factory, 
Starport 


j j Physics Lab ‘+ 


\ This add-on to the Science 
Facility lets you research ' 
the Yamato Cannon and 
Colossus Reactor for your 

Battlecruiser. 


® Minerals: 50 3 

Gas: 50 + 

© Hit Points: 800 

~ Armor: Heavy 

* Made By: Science Facllity 

* Requires: Command Center, Barracks, Factory, 
Starport, Science Facility 


Covert Ops 


a \ This add-on to the Science 
Facility allows you to 

‘ research and develop 

Lockdown, Cloaking, and 

the Moebius Reactor for 


i your Ghost. 
' 
i] * Minerals: 50 
~ Gas: 50 
{ © Hit Points: 750 . 


Made By: Science Facility 
Requires: Command Center, Barracks, Factory, 
Starport, Science Facility 


When attached to the 
Command Center, this 
structure manufactures, 
stores, and launches 
Tactical Nuclear Weapons. 
A Ghost is required to 
target the strike. 


* Minerals: 100 

> Gas: 100 

© Hit Points: 600 

¢ Armor: Heavy 

* Made By: Command Center 

* Requires: Command Center, Barracks, Factory, 
Starport, Science Facility, Covert Ops 


GROUND UNITS 


These units will attack your enemies on their 

own turf, paving the way to victory with your 
opponents’ blood. You may be tempted to spend 
resources building flashy spaceships, but sometimes 
a group of inexpensive Marines can serve just as 
well. The addition of the Medic gives you all the 
more reason to rely on these ground units as 

your backbone. 


SCV 


i 
4 


hse 


5 (Space Construction Vehicle) 


The SCV looks like it might 
make a good fighting unit. 
However, it doesn’t really mix it 
up well. Use this unit 

for combat only in-emergency 
situations. Having the SCV 
harvest gas ad minerals i: is a far more efficient use 
of the resources it took to build the unit. Keep an 
SCV hanging around just behind the front lines, so it 
can scoot in and repair damaged Goliaths or Siege 
Tanks (or even air units) when the going gets tough. 
Bringing a’damaged unit back from the brink with 
an SCV is a lot cheaper than building another. 


© Minerals: 50 

Gas: 0 

~ Hit Points: 60 

© Armor: Light 

* Ground Attack: 5 

> Air Attack: 0 

© Made By: Command Center 
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STRUCTURES AND UNITS 


The Marine is your bread-and- 
butter unit. Equally effective 
against both air and ground 
attacks, this versatile unit has 
determined the outcome of many 
missions. Marines often back up 
Wraiths or Battlecruisers because of their powerful 
ability to mop up nagging ground-based air-defense 
systems as their airborne counterparts clean out 
p the skies. 


Groups of Marines can use their rifles to take down 
small and medium-sized squadrons of light airships 
quickly. Consider the Marine an alternative to the 
Missile Turret whenever building one is prohibitive. 
By using Marines as mobile “Missile Turrets,’ you can 
deal a heavy b! to ground and air units alike, but 
remember, th ust travel in groups of eight 

or more, 


~ Minerals: 50 ¢ 
* Gas: 0 

Hit Points: 40 
Armor: Light 

* Ground Attack: 6 
* Air Attack: 6 

~ Made By: Barracks 
* Requires: Con 


id Center, Barracks 


d range and lack of an 
air attack give Firebats a n 
defined role than 
Firebats cost more, 
require Vespene. Bt 
valuable in many Terra S 
and can be instrumental in winning several battles 
against the Zerg. The Firebat is essentially a 
flamethrower, with a threefold attack advantage over 
the Marine. This can be deceptive, however, because 
attacking heavy armor can lower the Firebat’s attack 
value by 75 percent. An attack value of 16 doesn’t 
look so good when reduced to 4. 


Firebats are very effective against Zergling hordes, 
particularly from the protection of a Bunker. A 
combination of Marines (for attack range) and 
Firebats (for raw power) in a series of defensive 
Bunkers will smoke Zerglings and Hydralisks. 


Firebat groups are also excellent for destroying 
enemy buildings and structures. A posse of eight 
Firebats circling an enemy building can incinerate it 
in seconds. A popular strategy is to use equal groups 
of Firebats and Marines (and a few Medics) as a one- 
two punch against enemy forces. Firebats are also 
very effective against Protoss Zealots units, because 
they must attack hand to hand and are vulnerable to 
fire due to their light armor. 
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+ Minerals: 50 
* Gas: 25 

Hit Points: 50 rf 
© Armor: Light 
* Ground Attack: 16 

* Air Attack: 0 

Made By: Barracks 

~ Requires: Command Center, Barracks, Academy 


Medic (Brood War) 


The Medic is new to Brood War, 
with far-reaching implications for 
troop-management. Medics not § i 
only heal your troops when you . 
order them to do so, they’ll even & 
do this automatically, if they’re ne 
close enough to injured units. Keeping a pair of 
Medics in a group of 10 Marines is a great way to 
keep everyone healthy and happy. 


Although Healing is the Medic’s base ability, 4 
this unit can obtain another pair of abilities— i 
Restoration and Optic Flare. Restoration remo 
almost any effect afflicting a unit, including 
Plague, Lockdown, and Irradiate. Obviously, 
benefit from having a Medic handy when a 

Defiler hits your expensive Battlecruisers with j 
Plague. Research Restoration as soon as it ih 
becomes availab! 


Although the Medic 
research her Optical FI lity. Optical Flare 

blinds the affected uni see only a very 

short ince (one matrix square). The best part is | | 
that it’s permanent; after a unit is subjected to the 

Flare, its sight will always be short, which makes 

getting around lone Siege Tanks a breeze. A blinded | ‘ 


ally attack, you can | | 


_ unit still can fire on you, however, if there’s a unit 


nearby to spot for it, so use it against lone units. If 

you expose detector units, such as Overlords or | ‘ 
Observers, to an Optical Flare, they won’t be 4 
detecting anything anymore. 


> Minerals: 50 | j 
* Gas: 25 

© Hit Points: 60 | | 
Armor: Light 

~> Made By: Barracks 

~ Requires: Command Center, Barracks, Academy | i 


Ghost 


Given its light armor, relatively 
low hit points, and unique skills, | 
you'll rarely produce the Ghost 
in bulk. However, it’s one of 
the game’s most important 
units, especially if you’re | 
fond of nuclear weaponry. 


oo 


The Ghost’s most versatile feature is its Cloak; 
usually you must research it to gain access to it. The 
Cloak special ability renders the Ghost “invisible” to 
most enemy units, leaving it free to wander deep 
into enemy territory to scout or paint a target fora 
Nuke. However, Cloak has its drawbacks: detector 
units, such as Observers and Missile Turrets, can spot 
cloaked Ghosts and bas ecrie units to open fire 
on them. 

B 
Lockdown is another ability unique to the 
Ghost. This special missile temporarily immobilizes 
mechanized units. This comes in handy if an enemy 
Siege Tank or Battlecruiser is giving your base 
trouble; just “lock it down” and take it out, Of 
course, this does little good against the Zerg, but 
you'll have plenty of opportunities to use Lockdown 
in the course of playing the’Brood War missions 
(Episodes 4-6). 


The Ghost’s last and best feature is its ability 
to “paint” an enemy target for a nuclear strike. 
Once the target is painted, a red laser-sighting dot 
displays, and after about !10 seconds, the Nuke will 
drop. Boom. The Ghost is the only unit that can do 
this; sadly, it’s often lost in the blast. The resulting 
damage is worth it, however. A Nuke will do 
substantial (if not terminal) damage to all units 
and structures within a large radius. 


~ Minerals: 25 

Gas: 75 

* Hit Points: 45 

* Armor: Light 

> Ground Attack: 10 

+ Air Attack: 10 y 

* Made By: Barracks 

* Requires: Command Center, Barracks, Academy, 
Factory, Starport, Science Facility, Covert Ops 

it, 


Vulture 


The Vulture is a hovercycle that is 

fast, powerful, and very effective. It 

holds a special place in StarCraft 64, 

because it’s the vehicle of choice 

for Jim Raynor, a main character. 

His Vulture, however, is a souped-up 
version of the normal craft, and not representative 
of the Vulture as a unit. 


The Vulture uses Fragmentation Grenades as its 
primary weapon and, although they pack a decent 
punch, their effectiveness is dii ished against 
heavily armored enemies. The Vulture’s speed is its 
greatest asset; it can travel quickly from hot spot to 
hot spot in groups of three or four. This method of 
putting out fires can be very effective, especially 
when you’re defending a sprawling base from 
intermittent attacks. 


> Minerals: 75 

+ Gas:0 

Hit Points: 80 

~ Armor: Medium 

Ground Attack: 20 

+ Air Attack: 0 

> Made By: Factory 

Requires: Command Center, Barracks, Factory 


Siege Tank 


» The ability to convert 
to Siege Mode and fire 
high-powered shells 
farther than any other 
unit in the game makes 
the Siege Tank perhaps 
the Terrans’ most popular 
(and awesome) unit. 
However, the Siege Tank 


- is vulnerable to air attacks and attacks by large 


numbers of ground units. 


The Siege Tank offers a good combination of 
mobility and firepower in combat situations. In fact, 
when your troops are moving so fast that you don’t 
bother to pause and regroup, leaving your Siege 
Tanks in Tank Mode is probably a good idea. 
Otherwise, they can fall behind the protective 
envelope of your supporting troops and become 
open*to attack. 

After you research Siege Mode, your tank 

strategy changes dramatically. The Siege Tank has 
an explosive attack strength of 70 and the longest 
range of any ground unit in the game. 


= 


The combined values provide exceptional power you 
can use to level enemy bases in minutes. By moving 
es in groups of Marines, Wraiths, and 

in Siege Mode), with each group of 
units protecting the others, you can advance on the 
enemy at will. 2 


* Minerals: 150 
Gas: 100 — 
> Hit Points: 150 * 


Armor: Heavy 

* Ground Attack: 30 (70 in Siege Mode) 

© Air Attack: 0 

~ Made By: Factory 

“> Requires: Command Center, Barracks, Factory, 
Machine Shop 
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STRUCTURES AND UNITS 


Siece TANKS IN SIEGE 
Mooe cAN'T move! AND | 
THEY HAVE MINIMAL 
RANGE, SO THEY'RE 
VULNERABLE TO CLOSE-IN 
ATTACKS. i 


The Goliath is the cream onyoun 
infantry, striking fear in the hearts 
of the enemy. The Goliath’s power- 
J ground attack and even more 
vastating air-defense system are 

impressive. En masse, Goliaths can 
knock ay enemy unit from the sky in seconds and 
are as formidable as Marines on the ground. 


Goliaths can provide ground support for Marines 
or Firebats; more importantly, they provide a high- 
powered air-defense system—25 percent more 
potent than the Wraith’s air-to-air attack! Twelve 
Marines backed up with four to six Goliaths are a 
force to reckon with when they advance on 
enemy positions. 


lers it vulnerable to attacks 
as Zerglings. One or 

up of ten Zerglings are 

in trouble. When you om protect your units by 
grouping two kinds together, such as Firebats and 
Marines, or Marines and Goliaths. New to Brood War 
is the Goliath’s Charon Boosters missile upgrade; 
take advantage of it as soon as you can. With nis 
upgrade your Goliaths can substitute for | Missile. 
Turrets in a pinch. 


+ Minerals: 100 

© Gas: 50 

© Hit Points: 125 

* Armor: Heavy 

* Ground Attack: 12 

* Air Attack: 20 

* Made By: Factory 

* Requires: Command Center, Barracks, 
Factory, Armory 


AuiRk UNITS 


Terran air units are an impressive group featuring 
maneuverabi cloaking, high-powered weapons, 
and special abilities. These features make a 
dangerous combination, and with the new Valkyrie 
Frigate added in the Brood War episodes, you'll have 
a much easier time dominating the skies. 
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Wraith 
) The Wraith is the Terrans’ base air- 

attack unit. Used in force, it offers a 
viable alternative to ground-based 
attacks. However, amassing a fleet 
of Wraiths can drain you quickly of 
the Vespene you need for other 

purposes, Try to ensure a solid Vespene supply 

before you build up a fleet. 


The Wraith may be a basic unit, but it has the 
impressive ability to cloak (when researched) in 
battle. Of course, cloaking is of little use near enemy 
detector units, such as Missile Turrets or Spore 
Colonies, But when the Wraith is hunting down 
enemy Transports or strafing advancing ground 
troops, it’s usefulness is unsurpassed. 


When assaulting an enemy position, the Wraith 
provides excellent air cover for Marines, Siege Tanks, 
and even Battlecruisers. If the enemy starts throwing 
air units at your strike force, cloak your Wraiths and 
take them out. Even if a nearby detector renders its 
Cloak ineffective, the Wraith’s covering ability 
is second to none in the Terran forces. 


Minerals: 150 

+ Gas: 100" 

* Hit Points: 120 

+ Armor: Heavy 

* Ground Attack: 8 

© Air Attack: 20 

> Made By: Starport — & 

* Requires: Command Center, Barracks, Factory, 
» Starport = 


Drop Ship 


The Dropship is the Terrans’ air 
transport unit. It has medium 
speed and no attack or defense 
values, and it isn’t particularly well- 
protected with hit points. Any time 
you use a Dropship, you must back 
it up with other units. Enemy air units can destroy an 
exposed Dropship quickly. Having even a Science 
Vessel as a distraction can make all the difference. 


‘Often the best way to avoid getting your Dropships 
pummeled by enemy defenses is to destroy those 
defenses before your Dropship even arrives. In Terran 
Mission |, “First Strike,” for example, it’s best to use 
your Dropships to unload units on the ridges above 
the enemy y defenses and let your units clear out the 
Spore Colonies first. Once a path is cleared, your 
Dropships can fly in with relative ease. The bottom 
line—if you’re carrying mission-sensitive cargo, don’t 
risk flying a Dropship into hostile territory unless it’s 
well-protected by Wraiths. 


\ 
' 
i 


> Minerals: 100 

+ Gas: 100 

Hit Points: 150 

> Armor: Heavy 

+ Made By: Starport 

* Requires: Command Center, Barracks, Factory, 
Starport, Control Taner 


Science Vessél é 


>) The Science Vessel isn’t 
really an offensive weapon, 
but once you research all 
its considerable abilities, it 
will add a great deal to your 
offensive and defensive 
powers. The Science Vessel 
carries a very high Vespene 
cost, and so you eae. 
won’t build it in quantity. However, one or two — “= 
Science Vessels can turn the tide with amy of its 
three special abilities. 


The Science Vessel’s Defensive Matrix special ability 
can set this special shield around any unit (except 
itself), for a much higher level of protection than 
normal armor and shielding. When you must get 
units behind enemy lines, enhance a Dropship with 
the Defensive Matrix so it can drop cargo without 
getting smoked by anti-air defenses. Give the 
Defensive Matrix to a Battlecruiser or 
protect the forward unit of an as. lt. Uses for this 
shielding are limited only by your imagination. All 
good things must end, however, and after a short 
time, so does the Defensive Matrix. Keeping several _ 
Science Vessels around to protect a unit continually — 
is a common strategy, but a protected unit still takes 
hits—just very small ones. 


~~ 
The Electromagnetic Pulse Shockwave special 
ability is effective only against units that use special 
electronics or have shielding. The EMP Shockwave 
removes special energy or shielding from units with- 
in its blast radius (including your own). Obviously, 
this has no practical application against the entirely 
biological Zerg, but what better way to eliminate 
Protoss units’ shielding? One popular way to use the 
EMP Shockwave is to punch a hole in enemy lines by 
reducing the shields of all units in a given area, 
evening the playing field for an assault. 


The Science Vessels’ third special ability is Irradiate. 
This wide-area weapon does considerable damage 
to all biological units and can wipe out a cluster 
quickly. Try not to use Irradiate unless you have a 
terrific opportunity—say, if eight Hydralisks are 
clumped together just asking for it. Using Irradiate 
on lone units usually is an inefficient use of Science 
Vessel energy, so choose your targets carefully. An 
exception to this would be using Irradiate to take 
out a lone Overlord that is spotting for a group of 
units, and then bringing in cloaked Wraiths. 


+ Minerals: 100 

* Gas: 225 

* Hit Points: 200 

+ Armor: Heavy 

* Made By: Starport 

+ Requires: Command Center, Barracks, Factory, 
Starport, Control Tower, Science Facility 


Valtyrie (Brood War) 


» The Frigate is an air-to-air-only 
attacker, but its attack is very 
deadly, especially against groups of 
slow units such as Overlords. The 
Valkyrie fires a salvo of eight 
missiles at once; each missile 
damages not only the unit it hits, 
but nearby units as well. Three or four grouped 
Valkyries can take out bunches of enemy units 


- at once. 


Build Wraiths and Valkyries together. The Valkyries 
can eliminate airborne units while the Wraiths 
attack any ground units that come after your 
Valkyries. Keep your Valkyries together in groups of 
three or more. This will take you a long way toward 
ruling the skies. 


+ Minerals: 250 

Gas: 125 + 
+ Hit Points: 200 2} 
~ Armor: Medium 

~ Ground Attack: 0 

> Air Attack: 5 

+ Made By: Starport 

Requires: Command Center, Barracks, Factory, 
: mee ‘Control Tower, Armory 


Battlecruiser 


it you're looking for an 
expensive unit, put the ~ 
Battlecruiser at the top of 
the list. It’s also possibly 
the Terrans’ most powerful 
unit, so it can be worth 
the cost. The Battlecruiser 
is usually used as the 
primary weapon in a larger 
attack force, especially if it has the Yamato Cannon. 
It can meet an early demise if left unprotected 
against a group of enemy air units or a large group 
of Missile Turrets, so always keep a couple of 
protective Wraiths nearby. 
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STRUCTURES AND UNITS 


The Yamato Cannon is the Battlecruiser’s special 
weapon. Grouped Battlecruisers’ Yamato Cannons 
can take out an entire enemy base with just a few 
blasts. Say ten Yamato-equipped Battlecruisers 
approach a Zerg base defended by five Spore 
Colonies. Five Battlecruisers use their Yamato 
Cannons to take out a Spore Colony with two shots, 
while the other five Battlecruisers hit the Hive with 
their Yamatos simultaneously. Boom. The Hive and 
the entire air-defense network is gone in about 

15 seconds. 


Attacking with 10 Battlecruisers may sound like fun, 
but building the fleet requires huge amounts of 
resources. And while you pour your resources into 
Battlecruisers, your base is vulnerable to attack. If 
the enemy attacks in force when you have only two 
Battlecruisers, you're in trouble. The moral is: don’t 
overdo it with fut one type of unit. 


* Minerals: 400 

> Gas: 300 

> Hit Points: 500 s 

* Armor: Heavy 

* Made By: Starport 

* Requires: Command Center, Barracks, Factory, 
Starport, Control Tower, Science Facility, 
Physics Lab 4 

* Damage: Air, 25; Ground, 25 


When you fight as the Zerg, things change quite a 
bit, First, the Zerg rely heavily on mass quantities 
of cheap units, rather than a few super-powerful 

weapons. This means you must change ts 
attitudes to succeed. 4 


All Zerg units are biological; as such, all heal 
themselves over time. A unit or structure just 
one point from destruction can recover, given 
enough time. 


The Zerg have a unique way of building units. Rather 
than training or manufacturing a unit, they mutate 
Larvae (always squirming around the Hatchery, Lair, 
and Hive) into the units they need. Although Drones 
harvest minerals and Vespene Gas, they also can 
mutate into structures. To “build” a structure, you 
must have a Drone to spare, because it becomes the 
structure and is lost forever. 


Zerg Overlords are the equivalent of Terran Supply 
Depots and Protoss Pylons. Simply put, Overlords 
are the Zerg’s supply lines. To continue to build Zerg 
units, you must have a sufficient number of 
Overlords. Each Overlord can be responsible for as 
many as seven units. When all your Overlords are 
occupied, you must build more. 
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They may not be as technologically advanced as the 
Terrans or Protoss, but the Zerg are a powerful 
force in their own right. 


STRUCTURES 


Zerg structures are living organisms and can 

heal themselves after they take a beating. This 

has a substantial impact on how you manage your 
resources. For example, a nearly destroyed struc- 
ture normally might be replaced, but in the case of 
the Zerg, the structure will eventually regain its hit 
points if it has time. 


This makes protecting damaged structures more 
important than for other species, and affects the 
scenario in terms of both Zerg and enemy strategy. 
The enemy might launch a last-ditch second effort 
to finish off a badly damaged building rather than 
see its failed attack go to waste as the structure 
repairs itself. For the Zerg, an offensive push might 
be in order after fending off an attack, if only to 
clear the enemy out of your base so the structures 
have time to heal. 


Hatchery 


» This is the Processing 
Center and heart of 
the Zerg Cluster. It manu- 
ictures its own Creep, so 
be placed anywhere 

lear ground, The 
Hatchery produces all of 
the Zerg units, and houses 
the Oferlord upgrades. It 
can be upgraded to a Lair and then to a Hive. 


Minerals: 300 . 

+ Gas: 0 

* Hit Points: 1,250 

* Armor: Heavy 

~ Made By: Drone 

~ Produces: Larvae that become Zerg units 


Creep Colony 


= ) The Creep Colony is a 
Biomatter Manufacturer 
that produces Creep, 
enabling the Zerg to 
expand their colonies. The 
‘Creep Colony can be 
transformed into a 
defensive weapon with the 
addition of Spore and 
Sunken Colonies. ~ 


~ Minerals: 75 

> Gas: 0 

© Hit Points: 400 
> Armor: Heavy 
+ Made By: Drone 


Extractor | + . 


The Zergiplace Extractors 
over Vespene Geysers to 
process the gas from 

the ground. 


* Minerals: 50 

* Gas:0 

* Hit Points: 750 

~ Armor: Heavy 2 
# Made By: Drone 


Spawning Pool 
x = a 


iis is where Zerglings are 
hatched, and eventually 
upgraded. The Spawning 
Pool is also necessary for 
building Sunken Colonies. 


+ Minerals: 150 

* Gas:0 

+ Hit Points: 750 

~ Armor: Heavy 

~ Made By: Drone 
Requires: Hatchery 


Evolution Chamber 


>) This is where all Zerg units 
evolve, acquiring advanced 
attack and defensive 
attributes. It is also 
required for building 
Spore Colonies. 


+ Minerals: 75 

+ Gas: 0 

~ Hit Points: 750 

* Armor: Heavy 

* Made By: Drone 

~ Requires: Hatchery 


Hydralisk Den 


) Hydralisks spawn here, 
and in Brood War, can 
transform into Lurkers. 


~ Minerals: 100 

* Gas: 50 ye 
~ Hit Points: 850 

~ Armor: Heavy 

~ Made By: Drone 

~ Requires: Hatchery, Spawning Pool 


Spire 


\ The Spire is a spawning 
ground for Zerg flying 
creatures, and a source 
for armor and attack 
upgrades. This structure 
is also required for 
building a Greater Spire, 
which is used for 
morphing Mutalisks 


into Guardians and Devourers. 


* Minerals: 200 a 
* Gas: 150 = 

+> Hit Points: 600 

~ Armor: Heavy 

+ Made By: Drone 

+ Requires: Hatchery, Spawning Pool, Lair 


= 
Queen’s Nest 


») This festering mound is 
necessary for upgrading a 
Lair into a Hive. It also” 
enables a.Queen to 
employ Spawn Broodling 
and Ensnare. ~ 


+ Minerals: 150 
+ Gas: 100 
~ Hit Points: 850 


Armor: Heavy 
+ Made By: Drone 
~ Requires: Hatchery, Spawning Pool, Lair 
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Greater Spire 


) Nydus Canals are 
underground pathways 
used to transport Zerg 
ground units. Place one 
end adjacent to a Hatchery 
and the other end 
anywhere on the map 
(on Creep). On larger 
maps you can use Nydus 

Canals to connect one base to another. 


+ Minerals: 150 

* Gas: 0 

* Hit Points: 250 

> Armor: Heavy _ 

+ Made By: Drone 

hery, Spawning Pool, Lair, 
st, Hive 


Ultralisk Cavern sd 


» This Radiation Chamber 


allows Zerg Larvae to 

mutate into Ultralisks. You 
can also upgrade the units’ 
armor, speed, and reflexes. 


+ Minerals: 150 

* Gas: 200 

+ Hit Points: 600 

+ Armor: Heavy 

~ Made By: Drone 

~ Requires: Hatchery, Spawning Pool, Lair 
Queen’s Nest, Hive 


Defiler Mound 


» This venomous mound 
enables you to create and 
upgrade Defilers. Advanced 
abilities include Plague and 
‘Consume, and enhanced 
energy (Metasynaptic 
Mode). 


* Minerals: 100 

+ Gas: 100 

* Hit Points: 850 

+ Armor; Heavy 

+ Made By: Drone 

© Requires: Hatchery, Spawning Pool, Lair, 
Queen's Nest, Hive 
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This armored towering 
nest allows Mutalisks to 
morph into Guardians 
and Devourers. 


* Minerals: 100 

* Gas: 150 < 

+ Hit Points: 1,000 

Armor: Heavy 

~ Made By: Spire 

+ Requires: Hatchery, Spawning Pool, Lair, Spire, 
Queen's Nest, Hive 


) The Zerg Lair is morphed 
from the Hatchery. It 
produces Larva and 
maintains the Cre 
but more importantly, 
allows upgrades for t 
Overlord:Ventral S: 
transport ability, Antennae 

_ for improved sight, and 

faster movement. 


Pneumatized Carapac: 


Minerals: 150 
* Gas: 100 

* Hit Poin 
+ Control: 
* Armor: Heavy 

> Made By: Hatchery ° 

+ Requires: Hatchery, Spawning Pool 
* Produces: Larvae 


1,800 


») This is the final stage of 
Zerg Hive evolution. It 

| provides functions and 
upgrades similar to the 
Lair, with the addition of 
Adrenal Glands upgrades 
for Zerglings. 


* Gas: 150 

* Hit Points: 2,500 

* Armor: Heavy 

* Made By: Lair 

* Requires: Hatchery, Spawning Pool, Lair, 
Queen's Nest 
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STRUCTURES AND UNITS / 


Spore Colony 


» The Spore Colony attacks 
passing air units and, as a 
detector, spots cloaked 
vessels or units of any kind. 
The Spore Colony is con- 
verted from a Creep 
‘Colony and continues to 
nourish the Creep. 


As with Missile Turrets (Terran) and Photon 
‘Cannons (Protoss), the Spore Colony is best used 
defensively in bunches. Several Spore Colonies can 
defend each other, making it less likely that a con- 
centrated enemy attack will destroy any one colony. 


+ Minerals: 50 
© Gas: 0 
© Hit Points: 400 
> Armor: Heavy # 
Ground Attack: 0 
© Air Attack: 15* 
+ Made By: Creep Colony 
Requires: Hatchery, Creep Colony, 
Evolution Chamber 
= 
* Attack value limited against some units (see 
“Unit Tables”). 


Sunken Colony 


> The Sunken Colony is _ 
sister to the Spore Colony } 
and defends against 
ground-based attacks. As 
does the Spore Colony, the 
Sunken Colony derives 
from the Creep Colony 
and continues to nourish 
the Creep even after 

conversion. Sunken Colonies work by thrusting a 

huge, tongue-like appendage under the ground 

toward their opponent. The tendril that emerges 

does plenty of damage to the enemy. 


Placing Sunken Colonies close together is even 
more effective than grouping Spore Colonies. Any 
units venturing onto the Creep where there are 
three or four Sunken Colonies will be pushing up 
daisies in seconds. Sunken Colonies are a crucial 
Zerg defense, so don’t skimp. 
¥ 

* Minerals: 50 

+ Gas:0 

~ Hit Points: 400 

Armor: Heavy 

* Ground Attack: 40 

© Air Attack: 0 « 

* Made By: Creep Colony 

* Requires: Drone, Creep Colony 


GROUND UNITS 


The Zerg are renowned for their overwhelming 
numbers. Vast swarms of Zerglings will rip the flesh 
off enemy units with a zeal unknown to other species. 
The Zerg are bred to fight, and their ground units 
epitomize the ferocity programmed into them over 
years of genetic alteration. Using a balance of Zerg 
forces increases your chance for success in 

any battle. 


Zergling 


The Zergling is the base unit of the 
Zerg ground forces. It’s a particularly 
vicious little creature capable of 
shredding a defenseless enemy in 
hand-to-hand combat. Additionally, 
they are cheap to produce. Fifty 
minerals gets you two Zerglings! This makes Zerglings 
ideal for quick defense should an undefended base come 
under attack. Just get your Hatchery to build three 
eggs’ worth of Zerglings, and before you know it you'll 
have six Zerglings hopping around just dying to attack 
the enemy. 


+ Minerals: 50 

* Gas:0 

* Hit Points: 35 

"Armor: Light * 
~* Ground Attack: 5 = 
* Air Attack: 0 

* Made By: Larva 

Requires: Hatchery, Spawning Pool 


Broodling 


= Broodlings aren’t mutated, but 

< spawned from Queens that have 

£ learned Spawn Broodling behavior. 

The Queen targets an enemy unit 

(nonrobotic) and uses Spawn 

= Broodling. The target unit is 
destroyed and two Broodlings come 
into play. These aré now Zerg units. 

Broodlings cause massive damage when they first hit 

the enemy, and then attack much like the Zerglings.A 


Broodling’s life cycle is-only as long as its energy bar. 
‘When the energy runs out, so does the Broodling. 


Minerals: 0 

+ Gas: 0 

+ Hit Points: 30 

Armor: Light 

Ground Attack: 4 

© Air Attack: 0 

+ Made By: Queen 

~ Requires: Queen and an enemy for spawning 
(must be at least partially organic). 
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Drone 


The Hydralisk is a core unit of 
any Zerg attack force; it is like a 
bigger, stronger Marine. This is 
because its attack packs a 
wallop both on land and in the 
air, making it a versatile unit 
that can both attack and defend 
@ position against nearly any enemy unit. 


The Hydralisk’s ranged attack allows you to use it 
like a mobile Spore Colony that can protect other 
units from air attack or defend your base the same 
way. Generally, the Hydralisk is most effective in 
groups of eight or more, making it difficult for 
enemy units to take out any one Hydralisk before 
the group can ut the enemy. 


> Minerals: 75. 


© Gas 25 

> Hit Points: 80 

+ Armor: Medium a 

* Ground Attack: 10* 

* Air Attack: 10* 

+ Made By: Larva 

* Requires: Hatchery, paving Pool, JHydralisk Den 


*Attack value limi 
“Unit Tables”.) — 


gainst some units (see 


= (Broo d" 


’ A heavy duty ground 
Lurker can burrow 
and launch its spi 
pecting attacker 
attack above gro 
of Lurkers provides a 
devastating defensive ring 
around a base, key structure, or access road. 
Although they can be spotted underground by 
detector units, Lurkers can do serious damage to an 
enemy base that is already under attack. 


* Minerals: 125 (50, when morphed from Hydralisk) 
* Hit Points: 80 

* Gas: 125 (100 when morphed from Hydralisk) 

* Armor: Light 

* Ground Attack Strength: 20 

* Air Attack Strength: 0 

* Made By: Morphed from Hydralisk 

+ Requires: Hydralisk Den 
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Like the SCVs, Drones gather 
minerals and Vespene Gas. 
Additionally, they morph into a 
wide variety of Zerg structures. 
You should not attack with a 
Drone; however, in a pinch, it 
has an attack capability slightly 
greater than that of its Terran cousin. The important 
thing to remember about Drones is that once they 
mutate into a structure they are lost forever. Their 
biological essence creates the new structure and is 
no longer available for other uses. This means you 
must create an extra Drone for every structure you 
build. Remember this; otherwise, you'll end up with 
lots of structures but no Drones to harvest minerals 
and Vespene. 


Minerals: 50 

* Gas: 0 

* Hit Points: 40 

* Armor: Light 

* Ground Attack: 5 

+ Air Attack: 0 

~ Made By: Larva 

* Requires: Hatchery 
= 


Ultralisk 


its 400 hit points, 


ltralisk is a power- 
e that can take down 
m-sized enemy 


units: ae honet it’s 
‘slow, it should be a part 
of every balanced strike 
force. The Ultralisk’s one 
limitation is that it’s a big 
unit, Bnd if many small units (such as Zerglings) 
attack it at once, it will absorb more damage than it 
can dish out. Keep some support units nearby to 
back up the Ultralisk if it gets into trouble. Protect 
your Ultralisks from these kinds of attacks and they 
can last you an entire scenario. 


* Minerals: 200 

* Gas: 200 

+ Hit Points: 400 

+ Armor: Heavy 

* Ground Attack: 20 

> Air Attack: 0 

+ Made By: Larva 

+ Requires: Hatchery, Spawning Pool, Lair, Queen's 
Nest, Hive, Ultralisk Cavern 


ser 


} 


ft Defiler 


| The Defiler is a relatively 
high-level Zerg creature. It 

_ requires plenty of research 
to bring it up to attack 
standards. However, 
“once fully developed it can 
provide some very helpful 
abilities for your swarm. 


jie As can many Zerg units, the Defiler can burrow. 
There are two main reasons to do so: |) to regain 
= lost health or-energy after an attack, and 2) to lie in 
wait for unsuspecting enemy units to wander by. In 
_. either cas rrowing requires that you monitor 
» your units frequently, keeping an eye out for an 
opportune time to pop back'to the surface. 


A Defiler’s Dark Swarm ability is a form of air cover 

for your units. Launching a Dark Swarm over a— 

= group of your ground units under attackocan 
protect from airborne peril. 


Finally, the Plague is somewhat like Terran Science 

Vessels’ Irradiate ability. It covers a fairly large 

_ area with putrid gases ans damaging spores. One 

= effective way t se the PI e is to send a couple 
 Zerglings tow an enemy base; when a bunch of 
_ enemies come out to fight, launch the Plague at 

é them. It may not kill them, but biological creatures 
~ will sustain significant damage. 


q Hungry? The Defilers’ other ability is that of 
eating a fellow Zerg using the Consume command. 


This seems a little stomach-turning, but a Zergling is 


= asmall price to pay for a much-needed boost in 
energy for a Dark Swarm or a Plague. You could 
even group a couple of Zerglings with the Defilers 
so they’ll have something to munch on_when their 
bellies start to growl. 


* Minerals: 50 

+ Gas: 150 

* Hit Points: 80 

* Armor: Medium 

> Made By: Larva 

~ Requires: Hatchery, Spawning Pool, Lair, Queen's 
Nest, Hive, Defiler Mound 


‘ 
4 
i 


eo 


Infested Terran 


You may not get many chances to 
_ use the Infested Terran in single- 
player StarCraft 64; however, it’s an 
important unit. After you infest a 
Terran Command Center, you 
can produce these zombie-like 
kamikaze scidiersWhen they get close to the 
enemy, they explode into a very rful cloud 
of toxic gases, and the concussion devastates 
nearby units. 


a e.  atiy: 


ont 


gs 


e- 


To infest a Command Center, you must first damage 

it into the “red zone.” Then you must hurry to get a 
Queen to infest it before it explodes (remember, = 
Terran units pushed into the red zone deteriorate 
until they explode). 


+ Minerals: 100 

+ Gas: 50 

© Hit Points: 60 

* Armor: Light 

+ Ground Attack: 500. 

+ Air Attack: 0 cc 

+ Made By: Infested Command Center 

~ Requires: Hatchery, Spawning Pool, Lair, Queen’s Nest 


Egg 

The Egg is simply a Larva mutating into a unit. Eggs 
are surprisingly resilient; it’s unusual to see an Egg 
destroyed before it has a chance to hatch, although 
it can happen. If your Eggs are under attack, try to 
distract the attacker until the Egg can hatch. 


+ Hit Points:200 
~ Armor: Heavy 


AiR UNITS 


The Zerg have a variety of air u each geared 

to specific tasks. This can be a great advantage, but 
it can be difficult to anticipate which units you'll 

need in a given situation. Fortunately, Zerg air units 
cost the least of any race’s, making it possible for 

you to have a balanced ground attack and a 

paged air attack! 


aie . 
Devourer, er, (Brood War) 


sums) The Devourer is one of 
two new Zerg units in the 
_ Brood War Expansion Set. It 
can only attack airborne 
units and, like Guardians, 
Devourers must be 
evolved from Mutalisks. 


The main attack’s 
secondary effect is like a splash. It hits adjacent 
units with Acid Spores that make the affected units 
more vulnerable to damage and increases the time 
it takes for them to fire their next shot. This bonus 
can quickly cripple a group of enemy fliers. 
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® Minerals: 150 

* Gas: 50 

* Hit Points: 250 

Armor: Medium 

* Ground Attack: 0 

© Air Attack: 25 

+ Made By: Morphed from Mutalisk 
* Requires: Greater Spire 


Mutalisk 


The Mutalisk is the basic Zerg air 
unit. It has nicely balanced air 
and ground attacks and it’s 
relatively cheap. It is entirely 
possible to play a complete 
_ mission without using any other 
air units (other than Overlords, of course). 


The Mutalisk’s ‘Glave Wurm attack hits its 


target and then continues to anethempeschy unit or 
structure. This cumulative attack can be devastating 


when a large group of Mutalisks attacks a bunch of 
Marines. Each Mutalisk shot breaks away, hits a 
Marine, breaks away again, hits another Marine, and 
so on. The damage factor decreases by half every 
time the Wurm splits, but even so, the multiple 
attack values of many Mutalisks add up quickly. 


The downside i: 
which forces it to 
allows a Marine tod 
gets close enough to 
however, they’re very effe 


close to its target. This 


off a shot. In force, 
in most situations. 


© Minerals: 100 

+ Gas: 100 

% Hit Points: 120 
* Armor: Light = 
* Ground Attack: 9 

> Air Attack: 9 

Made By: Larva 

Requires: Hatchery, Spire 


o 
+ 


Guardian 


-Mutalisk’s relatively poor range, 


blood before a Mutalisk 


» Guardians are actually 
Mutalisks that have 
metamorphosed after 
having entered a cocoon 
state. You must earn the 


| ability to create Guardians, 


and this usually won’t 
happen until your base is 
fairly well-established. The 


Guardian acts as a “bomber,” hurling explosive gobs 
of acid at ground targets. Its awesome attack power 
(20) packs enough wallop to take out a Missile Turret 


in ten hits (or one hit each from a group of ten 
Guardians). 
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Guardians work best in groups of 10 or more.A 
single volley from such a group can destroy any 
enemy unit that has 200 or fewer hit points. Of 


course, |2 Guardians bombing an enemy base won’t 


last for long if the enemy attacks with air units: the 
Guardian is air-to-ground only. It’s important to 
have Mutalisks standing by to defend your 
Guardians. 


Expense is another limiting factor. Creating 

a Guardian costs 100 gas and 50 minerals, plus 
you must metamorphose it from a Mutalisk, with 
a price tag of 100 gas and 150 minerals. Thus, the 
true cost of creating a Guardian is 200 gas and 
200 minerals (ouch). Protecting that investment 
is very important. 


* Minerals: 50 

* Gas: 100 

* Hit Points: 150 

* Armor: Heavy 

* Ground Attack: 20 

+ Air Atcack: 0 

Made By: Morphed from Mutalisk 
* Required: Greater Spire 


Queen .« 


» The Queen is a unique 
unit, Although it can’t 
io attack enemy units 


irectly, it can use its 
‘special abilities to great 
t. The Queen isn’t 


parti ly expensive, 
so you can create a 
small pack for backup, 
defense, firefighting, or as first strike units, 

= 
The first, and perhaps handiest, of the Queen’s 
special abilities is the Parasite. This tiny organism 
infects an enemy unit and allows you (the player) 
to see through its eyes. It can be prudent to take 
a Queen and move about the map (carefully) 
depositing Parasites on any unit that it encounters. 
Airborne units, such as Dropships or patrolling 
Scouts, are ideal to infect with Parasites. These 
units move around the map constantly, providing 
an excellent view of what’s going on behind 
enemy lines. 


The Ensnare ability is a terrific asset. Ensnare slimes 


enemy units in green goo, slowing them down and 
making it easier for your forces to take them out. 
Use Ensnare offensively to bog down enemy units 
while your own file past. 


Spawning Broodlings is a spectacular way to. use 


your Queens. Spawn Broodlings shoots spores into 


the enemy which then hatch into Broodlings that 


la «i 


ied 


ea: snes ‘an 


feed on the host. This happens very quickly; in the 
end the host explodes, leaving behind a pair of 
Broodlings ready to do your bidding. 


" Use Infestation to capture a badly damaged Terran 
‘Command Center and get Infested Terrans. To infest 
a Command Center, you must get a Queen close to 

_ one that’s in the red zone (nearly destroyed), and 


then launch Infestation at it. The Command Center 
will fall under Zerg control, allowing you to create 


: Infested Terrans. 


# Minerals: [00 
> Gas: 150 

a 
+ Hit : 120 


~ Armor: Medium - 
* Made By: Lair/Hatchery 
* Required: Queen’s Nest 


Scourge 2 


Scourge are the Zerglings of the 


each Egg and cost only slightly 
more than Zerglings, making it 
_relatively easy to create large 


"groups of them. It’s a good idea to 
keep a group of I2 Scourge around to defend against 


capital ship attacks. 


The Scourge is essentially a kam slamming 
into the hull of a larger ship and exploding on con- 


tact. It really shines against Protoss Carriers; in fact, 


many veteran StarCraft*players call them “Carrier 


killers.” A group of 12 Scourge flung at a Carrier will 
almost certainly destroy it, making these units quite 


valuable. On the downside, they fight less well 
against smaller ships, and can’t attack ground units. 


Minerals: 25 

© Gas: 75 

* Hit Points: 25. 

* Armor: Light 

* Ground Attack: 0 

Air Attack: 110 

* Made By: Lair/Hatchery 
> Required: Spire 


air. They hatch two at a time from 


Overlord 


purposes for the Zerg. 
First, it’s the equivalent of 
Terran Supply Depots or 
Protoss Pylons; how many 
you need depends on how 
large your Zerg force is. 
Second, it’s the Zerg 
Shuttle. To transport units 
by air, you must research Transport for your 


Overlords (do this in a Lair). Third, the Overlord is a 


detection unit that can sight cloaked enemies! 


Transporting units with an Overlord is risky, but 

iff you take the proper precautions, it needn’t be 
stress-inducing. Protect your Overlords with 
Mutalisks and Scourge. Don’t move your Overlords 
into areas with lots of anti-air resistance. Finally, 
upgrade Overlord Sight and Speed in the Lair/Hive. 
Speed is especially important, because the 

upgrade doubles the lumbering Overlord’s rate 

of movement. 


Minerals: 100 

* Gas: 0 

* Hit Points: 200 

* Armor: Heavy 

*~ Made By: Hatchery . 
* Required: Hatchery 2% 


,PROTOSS 


As you might expect, the Protoss differ in several 
ways from both Terrans and Zerg. They’re the 
most technologically advanced species, but pay the 
greatest base cost per unit. Although in the first 
three episodes you play the Protoss missions last, 
this time you'll be playing them first. If you haven’t 
played StarCraft before (or even if you have) there 
are a few things you should know before you 
venture forth. 


Protoss units enter each scenario through a Probe- 
opened Warp Rift. The cool thing about Probes is 


they need only begin the process of opening the rift; 


they needn't wait for the structure to appear. This 
way a single Probe can move around opening Warp 
Rifts while your other Probes happily harvest 
minerals and gas. 


Playing as the Zerg can leave you with a throw- 
away attitude toward your units. Protoss units 

are considerably more expensive, however, so 
never treat them as if they’re easy to replace. 
Novice Protoss players have lost many a game by 
running out of resources as they tried to create 
overwhelming numbers. The key to Protoss victory 
lies in their superior technology rather than brute 
force potential. 
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_ ) The Overlord serves three 
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All Protoss have shields that absorb punishment 
before a unit takes any hits. Actual damage can’t be 
repaired, but the shields always regenerate. This 
means even a Protoss unit with one hit point left can 
be a threat if its shields have regenerated. A Terran 
EMP blast can defeat your shields in one fell swoop, 
but unless the enemy can hit you with one of these 
attacks, your shields must be destroyed the 
old-fashioned way, one hit at a time. 


STRUCTURES 


Protoss structures have no special ability to heal 
or move, but they do have shields that recharge 
continually. This defensive boost provides the 
protection they need to survive attacks from 
‘competitors. 


The fact that Probes needn't sit around waiting 

for structures to be built helps you acquire more 
structures sooner than would be possible otherwise. 
One Probe can open Warp Rifts, while all the others 
collect resources, 


Nexus 


tt all begins at the Nexus, 
where Drones are created, 
and resources are stored. 
“After the Nexus is built, 

du can create a Gateway 

d Forge. 

2s 


> Minerals: 400 
* Gas: 0 

* Hit Points: 750 
> Armor: Heavy 
* Shield: 750 

* Requires: Probe 


Pylon 


| ) This is the power source 


number of Pylons need to 
be in place before warping 
in additional buildings. If a 
Pylon is destroyed, all 
buildings depending on it 
for power are also lost. 
All enemies of the Protoss 
should look to the destruction of Pylons as the best 
method for shutting down nearby Photon Cannons. 
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Assimilator 


for the Protoss. A sufficient 


+ Minerals: 100 
Gas: 0 

+ Hit Points: 300 
+ Armor: Light 

© Shield: 300 

+ Requires: Nexus 


Gateway 


, ) This is a training facility 
for turning out Zealots, 
Dragoons, High Templar, 
and Dark Templar. 
‘Cybernetic Core and 
Shield Batteries are 
available after the 
Gateway is operational. 


+ Minerals: 150 


* Gas: 0 

* Hit Points: 500 
* Armor: Heavy 
* Shield: 500 
Requires: Nexus 


Forge _ ; 
weeer——eaes > This is the place for = 


strengthening Protoss 

ground troops with 

“upgrades to armor, 

yons, and shielding. 
rge is also required 

for the construction of 


Photon Cannons. 


* Minerals: 150 
+ Gas: 0 

* Hit Points: 550 
* Armor: Heavy 
* Shield: 550 


* Requires: Nexus 


i: Warp in an Assimilator on 
top of a geyser to collect 
| Vespene Gas. 


+ Minerals: 100 
+ Gas:0 
+ Hit Points: 450 - » 


* Armor: Heavy 
© Shield: 450 
+ Requires: Nexus 


Cybernetics Core 


») Get to the Core to 
upgrade all of your air 
units’ Weapons and armor, 
and to increase the 
Dragoon attack range with 
the development of the 


are | Charge. 
+ Minerals: 200 
| * Gas:0 
a. © Hit Points: 500 
‘® 
' = * Requires: Gateway — 


te 
§® Citadel of Adun “2 
| i & $ ) Every Protoss commander 
: wants fast Zealots, and this 
is where you get them. The 
| ‘Citadel is also required for 
building the Templar 
Archive. 


7 


| i = Minerals: 150 _ 
‘= * Gas: 100 be: 
= + Hit Points: 450 
| f ® ~ Armor: Heavy 
+e = * Shield: 450 . 
| i é + Requires: Cybernetics Core ; 
_ Robotics Facility “tg 
f . ”) The Robotics Facility 
produces the only 
nonorganic units of the 


Protoss army: Shuttles, 
Reavers, and Observers. 


itty 


© Minerals: 200 


> Gas: 200 

& * Hit Points: 500 

* Armor: Heavy 

j @ * Shield: 500 e 
' 


* Requires: Cybernetics Core 


Robotics Support Bay 


An add-on to the i 
Robotics Facility, the 
Support Bay enables 
you to increase the 
Reaver’s Scarab 
capacity, and makes the 
Scarab more potent. 

You can also research 
a Gravitic Drive that 


will increase the speed of your Shuttles. 


+ Minerals: 150 | 
Gas: 100 

Hit Points: 450 

* Armor: Heavy 

* Shield: 450 

+ Requires: Cybernetics Core, Robotics Facility 


et 


Observatory 


» Your Observers will 
see farther and fly 
faster with an Observatory 
present. This enhanced | 
early warning system 
pays dividends when 
you go up against 
cloaked Terran 
Wraiths, Zerg Lurkers, 
or Protoss Dark Templar. 


* Minerals: 50 

> Gas: (00. 

* Hit Points: 250 

+ Armor: Heavy 

+ Shield: 500 

* Requires: Cybernetics Core, Robotics Facility 


Templar Archives 


Templar can also increase their energy reserves 
with the addition of the Khaydarin Amulet. 


») This is where the High™ 
Templar and Dark Archon 
improve their skills. 
Psionic Starm and Possess 
are the most powerful 
upgrades, but Protoss 
ground units can also 
boost their abilities to 
level 2 and 3. The High 


~ Minerals: 150 

* Gas: 200 

* Hit Points: 500 

* Armor: Heavy 

+ Shield: 500 

~ Requires: Cybernetics Core, Citadel of Adun 
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\ This is the home of the 
mighty Protoss air fleet, 
where you create Scouts, 
Carriers, Arbiters, and 
Corsairs. Stargate also 
enables you to create the 
Fleet Beacon, and when 
combined with a Templar 
Archive, you can add the 

le Arbiter Tribunal. 


* Minerals: 150 

* Gas: 150 

* Hit Points: 600 

* Armor: Heavy 

> Shield: 600 

* Requires: Cybernetics Core 


Fleet Beacon 


’ You can significantly 
upgrade the larger 
Protoss air fleet here, 
including doubling the 
Carrier’s Interceptor 
capacity, researching 
Corsair Disruption Web 
and Argus Jewel, and 

creasing Scout Speed and 

fargeting abilities. 


~ Minerals: 300 
Gas: 200 

Hit Points: 500 
+ Armor: Heavy eee aes 
© Shield: 500 ee 

* Requires: Stargate 


Arbiter Tribunal 


This is one of the most 
expensive structures in the 
game, but if you can afford 
it, you can upgrade 
Arbiters with Recall, Stasis, 
and Khaydarin Core tech- 
nology (increased energy). 


+ Minerals: 200 

© Gas: 150 

* Hit Points: 500 

+ Armor: Heavy 

+ Shield: 500. 

* Requires: Stargate, Templar Archive 
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Shield Battery 


> At first glance, the H 
Shield Battery seems 


superfluous, because j 
Protoss shields recover 
quickly on their own. Bs 
However, they are invalu- > 
able for Archons, especially z # 
after using Possess. A | : 
cluster of Shield Batteries E 
will bring the Archons back to full power much 
faster. Scouts can also benefit greatly from Shield j 
Batteries during an invasion. 
+ Minerals: 100 f 
+ Gas: 0 


+ Hit Points: 200 c b 
~ Armor: Heavy 

* Shield: 200 

* Requires: Gateway 


Photon Cannon 


») The Photon ‘Cannor 
perhaps the game’s: 
defensive structu: 2 = 
Building cost is reasonable 

and it can defend again: | ; 
distant land and air tar- 
_gets. A webbing of four to 
_six Photon Cannons pro- 


5 Z a contentious point 
can spell the difference between victory and defeat. 
The Photon Cannon’s downside is that it’s relatively 
easy to destroy, so once you've set up a Defensive 
Matrix, keep a Probe handy in case you need to | 
open a Warp Rift and bring in replacements. 


+ Minerals: 150 | 
* Gas: 0 

+ Hit Points: 100 

+ Armor: Heavy 

* Shield: 100 

* Ground Attack: 20* 
> Air Attack: 20* | 
~ Requires: Forge 


* Attack value limited against some units (see 
“Unit Tables”). i. 


| 


» GROUND UNITS 


... ready to explore StarCraft 64’s “high-tech” 
ineup of ground units. “Strong,” “powerful,” “fast,” 


: = “expensive” all describe the Protoss ground 


arsenal, but in the end it’s a well-balanced set of 
units that stacks up fairy crenly against those of 
other species. 
. i 2 


& Zealot 


Like the Marine for the Terrans 
and the Zergling for the Zergs, 
the Zealot is the Protoss ground 
force's base unit. The Zealot, 
howevetyis in a different league 
from its opposing counterparts 
when it comes to attack ability. 
The Zealot has about three times the attack power 
of the Marine or Zergling. However, gre in life is 
#} free, and the Zealot is the most expensive base unit 
~ by 100 percent. You pay for what you get. 


® The Zealot is the basic ground unit of your dreams: 

~ it packs an attack of 16 and is tough enough to stand 
up to almost any ground attack. The downside? 

e Zealots get pummeled from the skies. 


The Zealot’s weapon is the Psionic Blade; he has two 
§ {one on each arm). Thus, the Zealot has no ranged 
attack and must be very close to the enemy to do 
damage—and he can’t attack air units. So take along 
i Dragoons, Scouts, or Templar (with Psionic Storm) 
to defend against air attacks whenever your Zealots 
are on the move.A large group of Zealots can 
destroy an enemy base quickly if nothing attacks 
© from the sky. 


* Minerals: 100 

* Gas: 0 

* Hit Points: 80 

~ Armor: Medium 

* Shield: 80 

* Ground Attack: 16. 
+ Air Actack: 0 

© Made By: Gateway 
+ Requires: Gateway 


an 


Dragoon 


The Dragoon is the num- 
ber-two unit of the Protoss 
force. It’s a powerful unit, 
but it has a longer cool- 
down time between firing, 
and is considerably more 
expensive and time-con- 
suming to produce than 
the Zealot. However, the 
Dragoon is proficient at performing both ground and 
air attacks, and can fight on its own volition or back 
up fellow units. 


a 
* 


ww 


Because Dragoons are fast, you may be tempted to 
make a strike force of 10 or so to take to the 
enemy—but don’t. The Dragoon is an excellent unit, 9 
but 30 Zerglings are more than 12 Dragoons can 
handle without a backup force. A popular tactic is to 
move groups of Zealots and Dragoons together in 
much the same way Marines and Firebats are used 
together. 


It’s also a good idea to keep a small group of 
Dragoons around your base to add firepower to your 
Photon Cannon defenses. Keeping units at home is 
always a good idea, but Dragoons are so fast you can 
move them to a hot spot without losing much time. 
They're a very effective mobile unit when you need 
a little help quickly, 


+ Minerals: 125 ee 
* Gas: 50 

Hit Points: 100 

* Armor: Heavy 

+ Shield: 80 

Ground Attack: 20* 

© Air Attack: 20* 

% Made By: Gateway 


© Requires: Cybernetics Core 4 
* Attack value limited against some units (see 
“Unit Tables”). 

™. 5 | 
Reaver 7 
- wees The Reaver is a strange 
unit. It’s often called the 
roy “Ground Carrier” because 


i of the Scarab Drones it 
produces. Although it looks 
intimidating, it doesn’t have 
any weapons of its own. 
Instead, it builds Scarab 
Drones in its internal man- 

ufacturing plant and unleashes them on the enemy. 
The Reaver can store as many as 10 Scarabs within 
itself and use them as necessary. When released, 
the Scarabs zip toward their targets and explode, 
causing substantial damage to friendly and enemy 
units alike. Don’t send Scarabs into packs of 
fighting units unless you’re prepared to take 

some friendly fire. 


Reavers are very effective against defensive 
emplacements such as Bunkers or Spore Colonies. 
However, the Reaver is fairly easy to kill, so protect 
it as much as possible; if it looks lie you may lose a 
Reaver, use up the Scarabs it has left! 


STRUCTURES AND UNITS 


+ Minerals: 200 

* Gas: 100 

> Hit Points: 100 

* Armor: Heavy 

* Shield: 80 

* Ground Attack: 100* (Scarab Drone) 
* Air Attack: 0 

> Made By: Robotics Facility 

Requires: Robotics Support Bay 


* Attack value limited against some units (see 
“Unit Tables”). 
‘se 


the front lines and use their psy- 


High Templar 
chic abilities to your advantage. 
These units are veterans of 


1 ‘Although High Templar can fight, 
v 7 you should keep them back from 
Protoss armies who mastered the 
Psi energy that runs through their bodies. — 
The Psionic Storm is their most powe! | psionic 
ability. It can take out groups of enemy units if 
they’re grouped close together and don’t have much 
room to run. Because the Zerg tend to move and 
attack en masse, the Psionic Storm can kill off large 
numbers of then snding a single Zealot onto a 
Zerg Creep. Whi isks and Zerglings pop — 


out to fight, hit then onic Storm and ~~ 
watch them turn to pa od. 


Mirage is valuable when your forces are 
bered. It produces two copies of eac! 
on. You can see which units are real 
but the enemy can’t and will often 
Mirage, rather than the real one. 


The Summon Archon ability effectively joins two 
High Templar to create one super-unit. The two 
Templar are forever merged into an Archon, a 
powerful unit that is devastating against both 
ground and air units. 


* Minerals: 50 

+ Gas: 150. 

© Hit Points: 40 

© Armor: Light 

> Shield: 40 

* Made By: Gateway 

+ Requires: Templar Archives 
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Archons are created from 
the union of two High 

_ Templar, and so are fairly 
expensive. However, their 
attacks and defensive 
shields are so powerful 
they’re usually worth the 
expense. The Archon is also 
special because it can E 

attack units both in the air and on the ground. | f 

Indeed, a group of seven or eight Archons is tough 

for any race to stop, especially if they have backup. 


Use the Archon as what it really is—a Heavy Assault 
Warrior. Building up a devastating Archon strike 
force can be counterproductive. If it fails, you'll have | 
lost massive amounts of resources. Instead, use 

Archons to complement groupings of Dragoons and j 
Zealots. Your Archon can dish out massive amounts | 
of pain on any powerful enemy before that enemy 

can kill your more vulnerable units. 


_* Minerals: 100 
Gas: 300 
> Hit Points: 10 
~ Armor: Heavy 
+ Shield: 350 
* Ground Attack: ; 
Air Attack: 30 
* Requires: 2 H 


Dark Templar 


: The Dark Templar are 
permanently cloaked, 
“making them especially | 
deadly for ground attacks 


or defense. Their Psi- 

Blades are devastating 

against ground troops and | 
structures, although they 

are incapable of attacking | 
air units. Despite their awesome power, Dark | 
Templar must “cool down” after every strike, 

making them vulnerable to counterattack. Hence, 

they should be supported by Dragoons, Scouts, or | 
Corsairs to intercept enemy airborne units looking 

for easy kills. | 


i. 
Minerals: 125 = 
+ Hit Points: 80 . | 


iy 


+ Armor: Light i 
+ Shield: 40 | 
Ground Attack: 40 é 
* Air Attack: 0 < 

* Made By: Gateway , 

* Requires: Templar Archives } 


| When you want to evolve 
the raw power of Dark 
| Templar into advanced 
psychic and energy controls, 
“combine two Dark Templar 
to form one Dark Archon. 
Abilities include Mind 
Control for converting 
enemy units to your 


rendering them helpless for a period of time; and 
“Overload, to severely disable an enemy unit that uses 
_a dedicated energy source. 


* + Minerals: 250 = 
* Hit Points: 25 
* Gas: 200 = 
+ Armor: Light 
§ + Shield: 200 é 

~ Ground Attack: 0 

+ Air Attack: 0 
¢ ~ Made By: Merging Two Dark Templar 
: ~ Requires: Templar Archives 

‘ ‘= 
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“Probe 


At 20 hit points, the Protoss Probe 
has the lowest hit points of any 
enemy counterpart, but its ability 
to open Warp Rifts (which even- 
~ tually become structures) and walk 
away Makes up for this. Like the 
(Terran SCV and Zerg Drone, the Probe can fight the 
* enemy, but with so little defense (and such a feeble 
attack) it’s wiser to rely on Photon Cannons around 
por base. = 


cake 


sees. 


When setting up a base, use all your Probes but one 
gt gather resources. It can open all the Warp Rifts you 
* need without interrupting the flow of resources. — 


+ Gas: 0 

* Hit Points: 20 

* Armor: Light 

© Shield: 20 
= ~ Ground Attack: 5 
§ © Air Attack: 0 
¢ 


5 + Minerals: 50 
] 


~ Made By: Nexus 
* Requires: Nexus e 


< 
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AiR UNITS 


As with the other Protoss units, Protoss air units 
tend to be expensive, but again, they're also very 
powerful. If you can amass a large enough resource 
base, you can build the air units you need to win. For 
many players, StarCraft 64 is won and lost in the 
skies. That’s open to interpretation, but never doubt 
the importance of having a solid air force. 


Scout & 


Building “victory fleets” of Scouts 

to fly around kicking butt is a 

popular pastime, but it’s probably 

not the wisest course to take. 

Creating such a group requires 

crushing amounts of mineral 
resources. Contrary to its name, the Scout is really 
a full-featured fighter. It can attack both air and 
ground targets, although it’s best suited for air-to-air 
‘combat. 


Scouts are excellent at flanking the enemy, ideally in 
groups of three to five. If you attack an enemy force 
from the front, bring two groups of three Scouts 
each against enemy flanks to cause a chaotic enemy 
over-correction that can yield a swift victory. 


Theirgreat speed makes Scouts the perfect Protoss 
firefighters, flying from hot spot to hot spot to keep 
the peace when the enemy gets too cocky. Of 
course, this includes attacks on your own base, 

so keep at least one Scout at home to be on the 
safe side. 


+ Minerals: 300 

“© Gas: 150 

Hit Points: | 50 

> Armor: Heavy 

> Shield: 100°” 

© Ground Attack: 28 

> Air Attack: 24* 

+ Made By: Stargate 

* Requires: Stargate ‘ 


*Attack value limited against some units (see 
“Unit Tables”). 
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accalr (Brood War) Minerals: 100 


As good as they sound, Carriers aren’t invulnerable. s 
Gas: 350 


A group of 12 Scourge (“Carrier Killers”) can bring 


The Corsair is a medium-sized 
warship capable of disabling 
enemy ships with its Neutron 
Flare. Although it cannot fire 
on ground troops, a Corsair can 
be upgraded to employ a 
Disruption Web that prevents enemy troops 

from firing their weapons. The Neutron Flare 
deals relatively light damage per shot. However, 

it fires rapidly, and produces splash damage to 
other ships around the primary target. Corsairs 
are inherently fast, even without speed upgrades, so 
they can respond quickly to hot spots, or serve as 
recon units. 


*e vines 

> Hit Points: 

~ Gas: 100 

Armor: Light 

~ Shield: 80 ~ 
~ Ground Attack: 0 

> Air Attack: 5* 

> Made By: Stargate i 
Requires: Stargate 


~* Attack value limited gagainst some units (see 
Appendix A). 


Carrier 


e Carrier is perhaps 
StarCraft 64’s most — 


after an upgrade, 
hold up to eight 
Interceptors that can 


each attack air and 
ground units with a value of 5. In other words, a 
pair of Carriers can unleash a hornet’s nest of 
Interceptors that can destroy air and ground 
units alike in a frenzied bloodbath. 


The Carrier can land the killing blow on an 

enemy your forces are attacking. Even if the battle 
is a standoff, a fully loaded Carrier or two can turn 
the tide of the battle in a hurry. By bringing a 
Carrier into an area of enemy units, and clicking to 
“attack” a general location, your Interceptors will 
hunt continually for new targets. They'll swarm and 
swarm until there’s nothing left to kill. Interceptors 
often will draw the attention (and fire) of enemy 
units and structures, but they’re so fast they rarely 
take a hit. 


primagames.com 


an end to a Carrier in about 10 seconds.A trio of 
Battlecruisers with Yamato Cannons can take out a 
Carrier in one shot. This doesn’t mean you shouldn’t 
use Carriers; just don’t rely on them too heavily. 


* Minerals: 350 

+ Gas: 250 

* Hit Points: 300 

+ Armor: Heavy 

+ Shield: 150 = 

~ Ground Actack (Interceptors): 5 
~ Air Attack (Interceptors): 5 

* Made By: Stargate 

+ Requires: Fleet Beacon 


Arbiter 


») The Arbiter is an 
interesting ship that 
provides three key 
functions for the Pr 
While it’s a somewhat 

capable warship thi r 


an essential pai anced Protoss fleet. 
round the 
that radius. The 
looks a heck of a 
enemy base 
detector units can 


The Arbiter emanat 
ship, concealing any ui 
Arbieerigelt isn’t clo: u 

threatening approachi 
than a fleet of four Carriers. O 
see them coming. 


Recall is another powerful Arbiter ability. It 

acts like a teleport for units within a certain radius. 
A few Arbiters near the front lines can teleport 
groups of units to the action instantaneously using 
its Recall ability, bypassing the time-consuming 

and risky business of using Shuttles. There are 
plenty of other ways to use Recall, including 
teleporting units to an undefended base that's 
come under attack. 


The Stasis Field is a powerful ability that can reduce 
the burden of combat substantially. For example, if 
your forces come up against a large enemy group, 
you can put half of the enemy group in a Stasis Field 
while you attack (and kill) the other half, When the 
Stasis Field wears off, you can kill those units. 
Basically, you can use the Stasis Field to take several 
enemy units out of the picture until you’re ready to 
deal with them. 


* 


attack units on the ground — 
or in the air, its innate” : 
abilities make this vessel | i a © Gas: 75 


i © Hit Points: 200 
e & Armor: Heavy 
»  * Shield; 150 
© + GroundAtack lor 
© Air Attack: 10* 
& + Made By: Stargate f 
‘ ~ Requires: Arbiter Tribunal 


~~ *Attack value limited against some units (see 
| eu init Tables”). 


! | Observer = 


An Observer is a permanently 
cloaked scout unit that’s also a 
detector (it can see other 
cloaked units). It’s usually a good 
idea to place a few Observers 
over strategic points on the map 
pieuch as resource nodes) to monitor enemy troop 
“movement. Because they’re cloaked, they can be 

your best source of enemy intelligence, so keep one 
-Z two in action'atall times. 


* Minerals: 25 


=  * Hit Points: 40 

* Armor: Light 

* Shield: 20 

* Made By: Robotics Facility 
Requires: Observatory 


ao 


‘Shuttle 


. The Shuttle is, well, the Shuttle, In 
the case of the Protoss, it’s the 
only mechanical way to move units 
through the air. The Arbiter can 
use its Recall ity to move units * 
faster, but the Shuttle is still an 
effective way to ferry troops 

“across large or impassable areas. 


ea: ay 


“Ney 


Minerals: 200 

+ Gas:0 

Hit Points: 80 

+ Armor: Heavy 

© Shield: 60 

~ Made By: Robotics Facility 
~ Requires: Robotics Facility 
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ook when leading the Protoss and Terrans, 
because neither race needs to u 

of units. However, the Zerg, by thei 
to overwhelm their enemies with 

of massive attack groups. Fortunatel: 


Ask a StarCraft fan what makes 
appealing, and you are likely to. 
answers—great story line, outs 
challenging missions. But, most p! 
that it is the uniqueness of the ra 
game a life of its own. 


Select a unit, and then | press @® and 
ously to instantly grou uy 
unit type. You can also 


available units (up to 18 


In this chapter, we give you a feel fo 
Zerg, and Protoss armies interact on 
Of course, the numbers are still important, but for 
the next few pages, we urge you to think of each 
race as a military team, rather than a collection of 
individual units. As we move through the three 
races, we will show you how to balance your armi: 
exploit your opponents’ weaknesses, and des 
rock-hard defensive formati 
here, and you will be better equipp 
the strategies and tactics presented in 
walkthroughs. Let’s begin with a lit 
our StarCraft PC experts. 


Of course, these controls are avail: 
but it is even more important to q 
large groups of Zerg to take 


STARCRAFT B+ 
STARCRAFT PC 


Some of you are veteran StarCraft play 
years of PC experience. It is natural to 
you have an advantage over StarCraft 64 playe: 
are experiencing the game for the first time. 
standpoint of knowing the icturres, ani 
building dependencies, thi: i probaly true. How- 
ever, there are several key ices between the 
two formats that d effect the way 
StarCraft 64 is pl when you are 
working your w ie episodes. For exam- 
ple, in Sta ones, SCVs, and Probes can 

jas and Minerals. Another dif- 
Main Build Menu allows you —_, 


especially against un 
fortifications. 


have control ove 
maximum of four 
tactical groups (one 
assigned to ©A, ©¥, 
©, and ©P), 
ee 
the PC game. This 
reduction has little 


it is not uncommon 
the enemy, even if it is not in 
jis reason, you must spend | 
g your troops in 
pile up quickly. 


i : elp you keep tabs 
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t even after you 
Bley: units to a specific locatis 


ur units ice sure that 
n't toking ine in pe a the wrong _ 
aed n fhetearte direction 


: tim 


yr tighter control, use to move your 
this command, units continue to the 
cation unless fired upon, and hit. If 


Protoss Shuttl 
must come to. 


From a tactical eeantpoine one of 
dramati improvements ii in StarCraft ¢ 
to assign specific areas of the map to hot keys. This 
provides immediate access to resource areas, bases, 
or even areas of frequent conflict. To sar hot key, 


use the mini-map to select the desired area of the 
screen. Then, hold down (2) and pre: of the 
four buttons on the D-Pad. Repeat the process to 
program all four buttons. You can return to any 

of these areas by simply pressing the appropriate 
button on the D-Pad. 


TERRANS 


ae 

| There are probably as 
many Terran attack and 

_ defensive strategies as 
there are players, but 
these key ideas will 
help you through the 
rough stuff. 


General Strategies and Tips 


© Hotkey the Comsat Station (yes, you can do that) 
by assigning it to a group key. This way, you can 
instantly gain access to the station’s sensing abilities 
without scrolling across the screen from a remote 
point on the map. Getting a Sensor Sweep can be 
critical if your troops are under attack from cloaked 
nits, because the sweep reveals enemy unit 

tions and hidden enemy units. 


lefense, build Bunkers (filled with Marines) 

d ile Turrets together. It is also a good idea to 
lace Siege Tanks beside them. This combination 
‘ides an extremely tenacious defense that is 
ficult i enemy to penetrate. 


hen both Comsat Stations and Yamato 
-annons become available, use them together to. 

take advantage of the Yamato’s superior range. For 

‘ample, to take out a Missile Turret, sweep the 

issile Turret area with a Sensor Sweep, and then 

get it with a Yamato strike. The Battlecruiser 

in to take its shot while still outside the 


e is underhanded, but effective nonethe- 

a ry or Barracks behind the enemy’s 
position and start cr: ing out units for a backside 
attack. If you not get an SCV in place to begin 
construction, ing structure into position, 
and then begin buil 


© Use the Science Vessel’s Irradiate ability on 
biological units. This is very effective, even against 
Templar or Defilers. rd 


*To movement, pl: junkers 

at chol efore it is des 1, a carefully 
placed can do huge amounts of damage 
to the ancing enemy. Build Bunkers in leapfrog 


fashion, ever deeper into enemy territory, with 
the previous Bunker protecting the Bunker under 
construction. This method is particularly useful 
against the Zerg. 
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* Because Terran structures are mobile, you can use 
a “moving city” tactic, relocating your city across the 
map as needed. Upgraded Goliaths can take the 
place of Missile Turrets here. 


* In the Brood War missions, Medics can have a 
huge impact on the outcome of a skirmish, 
inadvisable to have more than two Medics per group 
of 18 Marines/Firebats, because the loss of firepower 
counteracts the Medic’s healing ability. 


* Use the Medic’s Optical Flare to great effect 
situations where only one or two units impede your 
path. It shortens the enemy unit’s range 
permanently— making it easy to destroy from a safe 
distance. 


Against the Zerg 
_\ © Build lots of © 
Firebats. The Zerg 
are an organic 
: ae mostly 


pi Firebats are 
always cost-effective 


* agai st Zerg ground 


minions. 


multiplayer games. Battlecruisers are expensive— 
Zerg Scourge can take them out at only half the 
cost—so don’t use them aggressively unless you have 
unlimited resources. 


+ Use Parasite-infected units to fight the enemy. 
However, never keep them around your base, 
because the enemy sees everything they see. 


© Take out enemy Guardians at all costs—they can 
quickly reduce your base to rubble. Keep Wraiths or 
Battlecruisers around for this purpose. 


© Never leave an outpost Command Center for the 
Zerg to infest, or Infested Terrans will soon begin 
blowing up all around you, and it isn’t pretty. 


* When attacking a Zerg base, always take out the 
underlying tech-tree buildings first. It’s tempting to 
go for the Hatcheries, but it is more crippling to 
your opponents to lose the structures they need to 
build advanced units. Take out Zerg structures in this 
order: Spire, Ultralisk Cavern, Hydralisk Den, 
Spawning Pool, and Queen’s Nest. 


© Frigate Valkyries are extremely effective against 
the Zerg. A pair of Valkyries will eliminate 2 group of 
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Overminds quickly; Overminds simply can’t get 
away in time. 


+ Use the Medic’s Restoration ability to remove 
Plague and Parasites from your units. Medics can be 
especially effective in saving costly units (such as 
Battlecruisers) from the Defiler’s Plague, so always 
keep a Medic nearby when facing the Zerg. 

« ’ 
Against the Protoss - 
+ Firebats are important only against Zealots, so 
don’t go crazy building them. Make just enaugh to 
keep Zealot groups at bay. 


~ Build Ghosts for defense. They’re a little too 
expensive to produce in bulk for offense. However, 
when an enemy Carrier or Reaver comes by, you 
can use the Lockdown ability to neutralize them. 


© Because it removes ids, Science Vessels’ 
EMP ability is esp against the 
Protoss. The EMP is as effective for attack as it is for 
defense. 4 


ig Arbiters, use a 


© If the Protoss are e 


cloaked units. 


“Yamato Cannon to take them out sai reveal 


© Use a Comsat Sensor Sa checl 
‘Observers in areas where you plan to u: 
units. Cloaked Observers will locate your 
cloaked units. - 


for 
loaked 


‘ 
* Keep Missile Turrets aroun r entire base as an 
early warning sys' just one — 
Shuttle from droppi s, it was 


worth it. 


> Unaanee MGollaths can butt heads eff 
a group of Scou 's always a good idea to 
some Goliaths around for air defense. 


», The Zerg are 
entirely ical 
and lack high-end 


units that compare 
with those of the 
Protoss or Terrans. 
Therefore, they 
must employ 
different tactics to 
achieve the same 


ends. The Zerg 


\} 


ceive two new units for the Brood War missi 
evourer and Lurker. Both can turn the tide in a 
lose petite: 


neral Strategies and Tips 


g 


>) ©When enemy air 
units enter your 
base, have a Defiler 
use Dark Swarm 
over your 
Hydralisks. This 
renders the fliers 
impervious to 
enemy air attacks 
and frees the 
jess to shoot the bad guys out of the sky. 


‘ee 


* Build Zerglings and Hydralisks initially, but 


erglings like a hot knife through butter. Use your — 
erglings and Hydralisks to attack Marines and _ 
(Dragoons. 


Prdians are your heavy attack force. A group of 
his will destroy virtually any land-based group. Make 
sure that the Guardians stay at a safe distance and 

rs willing to retreat. 


~ On larger maps, use Nydus Canals to connect your 
== This allows you to build a much smaller 
* defense force at each base, because you can teleport 


units from one base to another very quickly. 


" © Scourge are most effective against enemy capital 
ships, such as Carriers and Battlecrui: naoesp a 
bunch around when you go up against these units. 


* Scourge are significantly less effective against Scouts 


or Wraiths, so don’t waste them in battle, 


" ° Try to keep a large perimeter of Sunken Colonies 
-and Spore Colonies around important structures in 
our base. This way, even if your base is lightly 

defended, the colonies can work to eliminate the 
ery threat. 


* When attacking an enemy base with just 

Zerglings, don’t waste time attacking enemy 
“units. Instead, send your Zerglings to attack enemy 
euctures: a group of Zerglings can bring down a 

Structure (and eventually an entire base) quickly. 


® The , ability to create masses of a certain 
type of unit by morphing multiple Larvae can 
uickly shift the battle in your favor, if you choose 
_the units well. Extra Hatcheries increase your ability 
0 manufacture lots of new units quickly. 


fremember that Zealots and Firebats go throu 


~* Lurkers are an awesome defensive weapon, 
especially around your Hatcheries. If an attack force 
enters without a detector unit, a burrowed Lurker 
will kick enemy butt if the bad guys venture near. 
For the best effect, place several Lurkers in and 
around your base, along with Spore and Sunken 
Colonies. 


Against the Terrans 


) © Have your 

Queen use Ensnare 
on a group of 
cloaked Wraiths, and 
then put Parasites 
on as many of them 
as you can. This 
eliminates their 
ability to cloak. 


Build lots of Zerglings to take out a Terran 

int quickly, Upgrade your units’ speed and 

ies, and then launch them at the enemy 

in groups of 18. Speed is important; you don’t want 
ie Terrans to build up a large force of Firebats. 


+ Hydralisks, the Zergs’ bread-and-butter units, can 
be effective in both ground and air attack and 
defense. 


© Use your Queen’s Spawn Broodling ability on 
‘Tanks and Goliaths, and use Ensnare on cloaked 
Wraiths and Ghosts. If a cloaked unit is escaping, 
infest it with a Parasite so it can never cloak again. 


+ Use the Plague where Supply Depots are grouped 

closely together. After a few Plagues, the affected 

depots will p ed into the red and eventually blow —_ = 

up (unless rey dd). S) Se 
a ¥ 

© Try to attack a Terran Command Center early 


on to open the door for Infestation. You'll need a 
Queen for this, though, so stone risk any units until 
you are ready. 


* Keep your Hydralisks and Ze 
until heavy enemy units come 


lings burrowed 
se; then spring the 


are high-end air-to-air units that are 
ctive against Terran air units, The Devourer 
attack’s splash factor leaves Acid Spores on enemy 
units, rendering them more vulnerable to attack and 
hampering their ability to attack you. 


~ Lurkers can chew up Marines and spit them out 
before they kay what happened. Be sure to move 
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Sz ‘ Fly an Arbiter behind enemy lines and have it use 
your burrowed Lurkers out of the battle zone after The Protoss have three new units in Brood War, 1 all to bring in a group of Archons.Then, just sit 
they do their thing, or responding enemy detector but only two—the Dark Archon and the Corsair— | ke and survey the carnage. 
units will come to reveal them. are truly new. The Dark Templar existed in the ° ‘ ; 
original StarCraft episodes, but were special, ie you use pee Baa on sera eae 
unproducible units. im into tle. The difference between 
ene’ the Protoss ° q/nonupgraded Carrier and an upgraded one is 
- n - iderable, so it is worth waiting until you’ve 
General Strategies and Tips “gompleted the technological advance. 
| | Dark Archon’s Possess ability is perhaps the 
i ® powerful in the game. If you keep a group of 
| four or so Dark Archons handy, you can use Possess 
Ency, power thee influence entire waves of enemy units and 
agli’ oe ene | Boment youre own altri 
clutter your base, r ‘ 
* eet ee poreanit : hen using Possess, target units that are more 
Observers. “ Goat SUNG | rful. Carriers and Battlecruisers are obvious 
Fortunately, the Overlord is a detector unit, and you At close together in a 3 hoices, but any unit-carrying transport unit is great 
usually have plenty of Overlords to patrol key areas very protected area. | to capture. If you Possess a Dropship full of units, You 
around your base and resource centers. \ 5B control of not only the Dropship, but all ae . 2 
. ~ Protoss Probes need n no ound to “build” a 7 units inside it. 7 
~ At a Protoss base, take out Pylons near Gateways e Warp Rift and | 
and Stargates first. The buildings lose power and = “Use the Corsair’s Disruption Web to blanket 
become useless. Beware, however, of Pro __enemy Turrets/Photon Cannons/Spore Colonies; then 
sneak out to warp in new Pylons. \ carriers or Scouts to destroy them. Any unit 
=~. 3 inder a Disruption Web is crippled and can’t attack, 
~ Build plenty of defensive structures arou - they can still be targeted from the air. 
base(s). Zealots can make dog meat c riced units. Move to secure multiple Ve ; - 
Sunken Colony quickly, so always ci Geysers whenever possible, or yo 
Colonies with at least two other units. sucking fumes. 
~ Against Carriers, nothing can beat a Sco! a ~ Although Photon C: nons are exce +> Large groups of 
attack.A group of 18 Scourge can take out a defensive unit, they ai j Carriers are very 
Carrier in a few seconds, so always keep a group in groups so they can si é powerful, but keep an 
of inexpensive Scourge lying in wait. make sure to build more 1 Observer with your 
- them. As a rule of Carrier groups so 
© If any Arbiters come your fe your Queens —_ three Photon Cai you can spot cloaked 
use Ensnare on units that tebe iding under the Wraiths. 
Arbiter’s cloak. , * Have an Arbiter foll it i group it | ee 
cloaking. This way the Arbite neve in multiplayer 
scar ole ys just bel I games, be ready for 
attack force. ~ ie Firebat rush. A combination of Zealots, Dragoons, 
| 4 : id Photon Cannons are your best defense early on. 
Technologically, + Use the Templar’s sie: ability. When at } Zealots alone are generally insufficient. 
| the Protoss are the any large force, keep a good mix of hantom u 5 * 
most highly evolved inyour front line. ae enemy ace mi 4 | “Zealots are your best units against Goliaths, but 
_ species. As such, defensive attacks on units that don't exist. P ake sure they have their Speed upgrade before you 
they require special | 4 to chase them down. As with nearly all units, it is 
consideration when caw. important to attack in force when pitting Zealots 
facing off against the mineral field. gigeeinst Goliaths. 
other species. = 
Because of the high See Templars approaching to collect = Beware of pesky Science Vessels. An EMP used 
cost of all Protoss resoul Proper! your forces can rob you of your 
units, you can’t . ik, | shields lane | they regenerate). With a Science 
expect to win a war of attrition. Instead, you must Pe. o h unowned mineral ‘Vessel hanging around, it helps to keep your units 
do the most damage possible with the powerful field. You'll len | emy comes to set | _ Spread out. 
Protoss units you can afford. up a base, and you ca it out before it gets | * 7 ‘ 
established. a, ) sea tt combination against 
~ nia, (Bettccraners ‘try to outnumber them. Ideally, 
—_ *-._ | : 
primagames.com — 


have a couple Arbiters cloak your units while 
you attack, 


* Keep a couple of Observers pat ig the base 
perimeter to check for cloaked Wraiths or Ghosts 
preparing to use Nukes. 


* Using your Dark Archons to Possess Battlecruisers 
can quickly turn the tide of battle. If you Possess a 
Battlecruiser that is upgraded to the Yamato 
Cannon, you get to keep that upgrade! 


Against ae Zerg 


~) © Build Dragoons to 
chase Zerg 
Overlords away from 

_ your base. Photon 
Cannons aren't 
always effective for 
this, because the 
Overlords will simply 
fly out of range. 


Btn renal cae 


 Zerglings can destroy Photon Cannons quickly, so 
make sure you have other troops handy to support 
your cannons in the face of an all-out rush. 


_* Try to keep an eye on all the units in your base. If 
a unit has caught a Parasite, use it against the 
enemy. For example, if a Zealot has been infested, 
send it (with a few other units) to attack an auxil- 
iary Zerg target (such as a small outpost), and send 
your real attack force to the main Hive. Often the 
Zerg will pull their defenses toward the outpost, 
leaving the real target vulnerable. 


Build plenty of Dragoons and Scouts to defend 
against Mutalisks. Ifa large group of them attacks, 
counterattack in greater force, or you may lose 
your troops. — 


© Reavers are fantastic for attacking Zerg bases. 
Their Scarabs can decim: the smaller, more 
efficient Zerg bases quickly. 


© if the “ae is using a lot of Zerglings against you, 


counter as The Zerglings’ small size j 
makes ult to target, so Attack/Move % 
comm; ai the Zealots in mop-up mode. A 10 


‘ 


~ Scourge make Carriers a bad investment 
against the Zerg. A Carrier can cost up to 950 in 
resources and can be destroyed by as few as 5 or 6 
Scourge. That is a tough trade, indeed. 


* Zerg bases often have plenty of Spore Colonies : oi 
lining the perimeter. Use the Corsair’s Disruption 
Web in conju ction | with a group of Scouts to punch 


a hol the Zerg air defense network. 29 
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THE TERRAN MISSIONS 


TERRANS 
WASTELAND 


EPisope 15 
NWNsSssion #15 


e Zertings 
Terran Tactics 


's in the northwest corner of the map. Continue 
the stretch of road and proceed to the center 
map, where you find Jim Raynor in his 
.You won't encounter Zerglings until you 
inue south toward the Command Center. 
your Marines and take out the Zerglings 
our way. Raynor is deadly with his Vulture 
1e mission, so there’s no need to.be over- 
However, the CAST DS can take him out 
when they 
swarm, so keep 
him behind your 
Marines after you 
leave the 
‘Command 
Center. 


lis colony will be lo 
d Confederate t 


1G TRANSMISSION: From € ener 


| 


| 
| 
| 
ti 
| 


M1s510N 


ae should have an easy time. 


TERRAN MISSIONS 


er you reach the Command Center, start the, 
$CVs collecting minerals. When you accumulate the 
.céssary mineral count (150), build the Barracks 
d begin creating 10 Marines to satisfy the mission 
objective. 


After creating 
nine Marines, you 
can go ona 
Zergling hunt, but 
you don’t have to 
kill the Zerglings 
to complete the 
mission. However, 
you might want to 
try some basic 


BRIEFING 


® 
ADVISOR: Receiving incoming transmission. 
om-link established. 


IM RAYNOR: Hey, what’s up, man? Got yer 
gees tucked in nice and tight. Provided you can 


ee any more surprises from our Confederate 


iends, and we can keep them away from those 


ADVISOR: Priority alert! Backwater station under 


unknown alien organisms. Distress beacon 


| Seta 
es at 0658. Alerting Confederate headquar- 
ters on Tarsonis. Stand by for incoming transmission. 


attacks while the risk factor is very low (it won’t be for 
long). Practice moving your Marines in two groups, and 
then, try flanking the Zerglings before attacking. After 
wiping out the Zerglings, go back to the Command 
Center and create your tenth Marine (or more, if you 
lost some in battle), complete the mission, and claim 
your first victory. 


TERRAN ANSSION & 


GENERAL DUKES: We've already received the 
distress beacon from Backwater, and we'll take 
care of it. You just sit tight. You'll be notified if 
there’s anything we think you need to know. 


JIM RAYNOR: Give me a break! Listen, if wewait 
for Confederate reinforcements, that station's dust. 
"ll head out there now, do what I can. You send in 
some militia, and we'll save those folds. Trust me. 
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TERRAN MISSIONS 


ea 
H From your current position, move westward in two 
Terran Tactics groups, leading with the Marines and Raynor. By the | 
time the Firebats reach the remaining Zerg struc- | i 
tures, they can use their short-range flamethrowers 
with deadly efficiency, and without coming under | 
long-range attack from the Zerglings. The Zerglings | 
7 are a bit tougher in f 
=) this mission, so be 
“{ | prepared to suffer | 
, your first casualties. 
» | After winning the | Ali 
opening skirmish, 1 al 
continue moving | __ ADVISOR: Transmission ended. The report you 
southeast through equeste: ready. Sixteen outland stations have 
Zerglings. Take them the canyon where ~~ reported sightings of the alien invaders identified as 
out and then back- you encounter heavy | zs ‘g. The Confederates have arrested all standing 
track to the ramp Zerg infestation. riz. forces and continue to avoid action against 
2 é on the left, move up a the Zerg. Three stations have fallen to the Zerg 
toward the pool of From here, you can continue piling up a body count, Ir ady. We've been unable to locate any source of 
Zerg Creep, and take out the Zerglings. Continue to or head straight for the infested Command Center “military relief except the extremist faction known as 
+ st corner of the map, where you find the __ in the northeast corner of the map. You won't find | ee e Sons of Korhal. Their liaison is holding on line. 
rater Station Command Center. As any resistance at the Command Center, so send in 
mand Center, the surrounding the Firebats and torch the place. When the building 
nder' r control, along with two = en apie SEN is destroyed, you 
each of the Barracks receive a message 
a from Norad II, 
complaining that if 
you violated a 
Confederate treaty. é 
Big deal, you won | i 
the mission! 


1SS510ON BRIEFING * 


Your forces enter the map in the southwest corner. 
The lone SCV begins mining immediately, but create 
three more—two to continue gathering minerals, 
and one to build your Barracks. Don’t venture forth 
until you create at least eight more Marines. 


VISOR: Receiving incoming transmission. Com- 
kc established: 


-ENERAL DUKE: I got your message, Magistrate, 

and frankly | don’t care what you have to say about 

emi are at regulations. You stinkin’ fringe world 
1 


~~) With your newly 

| reinforced unit of 12 
Marines, move 
northeast up the 
canyon where you 
encounter three 


els are all alike, don’t know where your loyalties 
Y’all have a real good day now, y’hear? 


= Mengsk: ‘Good day, Magistrate. My name is Arcturus. 
| ngsk, and | represent the Sons of Korhal. You're 
ee with the Confederate propaganda surround- 
ing my group, but your reputation suggests you'll see 
st it. It’s never been our practice to operate ‘in any 
ne place for long, but these Zerg don’t look like . 
_ they’ 're going to wait. I’m going to make you an offer, 
istrate. I'd like to help you out by sending down a 
= humber of transports to your colony and evacuating 
any survivors. You know, of course, that my organiza- 
Ben operates outside the bounds of Confederate law. 
I hat’s why they spread their lies and misinformation. 
.|f you decide to accept our help, you'll be branded as 
Ban outlaw too. But, it’s a chance to save those people. 
Time to make a stand, Magistrate. 


Wpovisor. Ending Transmission. Priority Alert! 
Evacuation Zone under attack by Zerg forces. 
ie beacon activated at 1220. 


| @erran Tactics e 


|= ime is of the essence in this mission, so immediately 


gga light attack while you are completing repairs, but 
. ’t get complacent, because future skirmishes will 
be much more intense. Garrison the repaired Bunker 
ith four Marines, and similarly, send four Marines to 
~ the Bunker on the east side of the center platform. ~ 
nce manned, these Bunkers, along with the Turrets 
“and Vultures, have more than enough firepower to 
pel Zerg invaders while you build up an 
attack force. . 


If you plan tot 
need to field- 


the fight to the Zergs, you will 
force with upgraded w 
and armor ingth, and at lea 
12 Firebats. You'll need Ve lespene Gas for the up: 
and Firebats, s pi ch one of your Si CVs to build 
Refinery over th geysers located’ 

right- aie oe 


ECAUSE OF THE 
INCREASED CONSTRUCTION 
DEMANDS (MULTIPLE 
BARRACKS AND BUNKERS 
AND A REFINERY) IN THIS 
MISSION, SUILD A FEW 
more SCVS AS SOON AS 
POSSISLEs 


win this mission by 
adding at least two 
more Bunkers on 
_ either side of the 

at platform and pro- 

tecting the base with 

a force of about 25 

Marines. Continue 
adding Bunkers along the roads leading out from 
your base, creating a gauntlet for attacking Zerg 
forces. The Bunkers are critical for slowing down the 
massive attack toward the end of the mission. 


epair the burning Bunker and nearby Vulture. Expect can easily overrun your initial position. Even with the 


Without these additional reinforcements, the Zergs ad 
Bunkers, you suffer = 
heavy casualties, so Ss) 


be prepared to 
crank out Marine 
reinforcements and 
repair the Bunkers 
and Vultures. Just ‘ > 
hang in there until 
the transports arrive : | 
4 
| 


to win the mission. 
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Receiving the option 
to attack the Zerg 
Hatchery is no guar- 
antee of success. You 
must create a large, 
| balanced force of 
Marines and 
Firebats, and you 
must protect your 
base during the 
e attacks, because the 
Barracks need to keep up a steady flow of reinforce- 
ments. Watch your supply of minerals and keep your 
attacking force at 
peak strength. You 
take heavy casual- 
ties, but each attack 
weakens the Zerg, 
and'eventually the 
Firebats have a vic- 
tory “Zergie” roast, 
giving you a hard- 
fought victory. 


FOR AGGRESSIVE TERRAN 
}COMMANDERS! Just “HANGING 
IN THERE™ MAY NOT WORK FOR 
Some STARCRAFT GY PLAYERS, 
AND FRANKLY, 1T ISN'T THE MOST 
€XCITING WAY TO COMPLETE THIS 
MISSIONs THE OTHER WAY TO 
CLAIM VICTORY 15 TO DESTROY 
THE ZERG HATCHERY. HOWEVER, 
THIS OPTION 15 NOT AVAILABLE 
UNTIL YOU ATTACH THE ZERGS 
AND INFLICT ENOUGH DAMAGE TO 
GIVE THE FlovisOR REASON TO 
BELIEVE THAT YOU HAVE A 
CHANCE TO REACH MENGSHK'S 
TRANSPORTS HOVERING EAST OF 
THE HATCHERY, SAFELY OUT OF 


a 


ding an official investigation of y 


ded : a 
ie mY Gescrnal. Recewite:: 4 C J * TERRAN NNSs10N + 
: SAS 3 rea e planet, and so are we. However, 


I'd like to do before we leave. ! 


ever design or weapons schematics 
eir networks. With the chaos of the 
acuation, you shouldn’t have any 

or out of their installation. « 


they seem to be on the level, | 
to LC. ith you, 


| 
| 3 


TERRAN MISSIONS 


(Terran Tactics ; - 


ate 

2 

, = the intense fighting in “Desperate Alliance,” 

is mission is a comparatively calm covert opera- 
oe in. However, it isn’t a walk in the park. The terrain 

; unlike the ragged landscapes you’ve seen up ta 

ow; you begin this mission in the southeast corner 

a maze. Hidden among the corridors and stair- 

ies: are four Beacons that ultimately lead you to 
ie Confederate network, where you can download 
gee co data and complete the mission. Along the 
y you encounter enemy Marines, a strange assort- 
hs of prisoners, and some hidden weapons, so stay 


lert, and follow our fead. 


"Move your men to the northwest (the wall lowers 


ttomatically upon your approach). There will be 
ht resistance along the way, until you reach a large 
room with three esate: 


r= 


Broceca up the stairs and continue in the same 

_ direction until you come to a lone Marine protecting 
corridor on the left. Take him out, and turn right, 

“entering a small chamber containing a Terran 

| te gen and a handful of enemy guards. Overwhelm 

guards to deactivate the area defense system 

| giorno guns). 

if 


ie = 
& . 


YOU CANNOT RUILD NEW 
UNITS IN THIS MISSION, 

SO PROTECT YOUR FORCE: 
STAY CLOSE TO THE WALL 
WHEN APPROACHING A COR- 
NER, AND MOVE YOUR MEN 
UP SLOWLY TO LIMIT THEIR 
EXPOSURE: IF NECESSARY, 
MOVE INJURED MEN TO THE 
REAR TO KEEP THEM ALIVE 
AS LONG AS POSSIBLE. 


Now, leave the room and go straight down the ; 
corridor. Turn right and target the lone guard. 
Om, ‘Continue to the 
right and enter 

the chamber that 

contains the second 

Beacon, along with eo 

two prisoners. When a | 

you gain control of ii 

the room, ardoor =~ — ~~ | 
_ opens back down the sate 
hallway to the left. 
These prisénérs 


clustered aceon or the 
and kill any stragglers. 


rg will isolate 


Continue winding through the hallways until you 
come to a stairway leading down into a small room. 
Enemy Vultures are behind the doors on your left 


so be prepared. Go up the stairs, movi 
the northwest corner of the map, to 
third Beacon. 

= 


\ Hyour thi 
wales 1s cir is Tho 
notice t 
: is now-in a room in 
‘the northeast corner 
of the cr : 


; ut, be 
of ‘the floo! mam" 
guns that open fire as 


you move through 
this sector. 


Continue into a large 
hall that contains the 
Confederate network 
and the final Beacon. 
As you enter the 
Beacon, the data 
download begins. 
After several seconds, 
the download 

is complete and you 
win the mission! 
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M1ss1ON #55 


AUSSION O8ectives 


i ~ Bring Kerrigan to the Antigan 
f Command Center. 
~ Destray the Confederate base. 
© Defend the Antigan rebels. 
~ Raynor and Kerrigan must survive. 


SreciAl UNITS 


© Jim Raynor (in Vulture) 
~ Kerrigan (Ghost) 


New Units 


* Wraith 
* Dropship 


New Enemy UNITS 
Wraith 


* Dropship 
* Goliath 


NWiISSION BRIEFING 


JIM RAYNOR: Hey, man. Headquarters has begun 
analysis ofthe disks. They’. t to have them 


ies decoded shortly. | hope whateyer’s on on those disks is 
worth: 2: is 
ADYISOR: Receivin; ; incoming transmission from 
Arétufus Mengsk. | / 


cs 


iS TPienask: >You and Captain Raynor hai at done well, 
Commander. | believe our s have weakened the 
: Confederacy’ 's grip on the worlds, but our job 
out herelisn’t done yet. Lieutenant | ‘ rrigan, my 


KERRIGAN: I'll get straight to the, 
* “sources tell us that Antiga Prime is ready to begin 
_ = open revolt against the | Confederacy. Unfortunately, 
> the Confederates Seem to be aware of this as well. 
They've stationed a large ‘detachment. of Alpha 
Squadron troops there, u ider the command of 
General Duke. y ass 


MENGSK: It will be your job, Commander, to free 
this colony and show our good intent to the Antigan 
people. Lieutenan| cetrigan y ‘will help you deal with 
“Duke's officers. Th est ‘of the Confederates are 
yours to deal with. © \ 


REVOLUTION 


Terran Tactics 


Your forces begin this mission,in the northwest 
corner of the map. Proceed south down the path 
until you find Sarah Kerrigan. After she reminds 
Jim Raynor of his similarity to a particular barnyard 
animal, continue south until you reach three Missile 
Turrets and a lone guard. Take them out and follow 
the blacktop to the northeast, where you find a 
Vulture. Take it out quickly before it can do any 
serious damage. 
=" Go to the end of the 
road and park your 
| group behind the 
large tree. A 
Confederate Wraith 
hovers just north- 
west of your posi- 
tion. Use Kerrigan to 
Lockdown the 
Wraith, and then 
blast it from the sky. 
Continue north into 
| the clearing, and 
then take out the 
Bunker and Missile 
Turret to your right. 


~ = 


TERRAN MISSIONS 


THe MNSSILE TURRET 15 A 
METAL DETECTOR, 50 
HERRIGAN'S CLOAKING 
ABILITY WILL NOT WORK 
HERE.» ONCE YOU DESTROY 
THE NNSSILE TURRET, SHE 
WILL S€ ABLE TO REACH 
THE BEACONS UNDETECTED. 


ig out the Missile Turret, cloak Kerrigan 
id sneak her past the Bunkers, Wraiths, and 

Goliath to deactivate the Beacon that controls the 

Antigan Base. Once the base is liberated, the 


ice Bunkers will take out most of the 
co) 


nfederate forces. When the smoke clears, send 
STE, Raynor and the 
Marines in to mop. 
up the remaining 

_ enemy units. 


After Kerrigan kills 
| the Confederate 
officer, you receive 
word that a 
substantial 
‘Confederate strike 
. force is gathering, and your new objective is to 
idestroy the Confederate base that stretches along 
~~ the southern border of the map. To acquire the nec- 
essary firepower for this attack, you must bring the 


1 Antigan base up to speed and produce Marines, 
Wraiths (with Cloaking ability and Apollo Reactors), 
e.. Dropships (your base is surrounded by water, so 


= you need Dropships to deliver your Marines to the 
fire zone). 


| Siission #E4 Norad Il 


SS10N Og8JsJECTIVES 


rotect Battlecruiser Norad Il. 
Bring Raynor and two Dropships to 
Norad II. 


* SrecAt Units 


e * Jim Raynor (in Vulture) 
€ * Kerrigan (Ghost) 


> Mutalisk 
© Spore Colony | 
* Scourge | 


Building a strong attack force is critical to 

destroying the Confederate base, but you must also 

build defenses. Place Missile Turrets along the southern 

border of your base to protect against Confederate 

‘Wraith attacks. When your force is ready, send your 

cloaked Wraiths, along with two Dropships loaded 

with Marines, to the Confederate Refinery in the south- 

eastern corner of the map. After you level the Refinery, 

move your cloaked Wraiths and Marines down sr 
to the southwest and —_ 

take out the © —— 


As y: cast 
rest through the ” 
“Confederate base, 


—~ CSTR, check your forces and — = 


I supine your Wraith 
_with Marines ina col 


Turrets; Coritinue 
sweeping toward the | 


Se unit bites... Soil 
the dust, and you claim 
a devastating victory! 
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AEST MISSIONS 


ADVISOR: It appears that the Confederates are in a 
state of panic about the Antigan revolt. I’m picking 
up a high number of Confederate transmissions 
going back and forth between their outposts and 
their headquarters on Tarsonis. Most of the trans 
missions are heavily coded, but wait, here’s 
something: 


GENERAL DUKE: This is General Duke calling 

from Alpha Squadron Flagship Norad II! We've crash- 
landed and are being hit hard by the Zerg! Request 
immediate backup from anyone receiving this signal! 
Repeat, this is a priority one distress call. 


JIM RAYNOR: Zerg? Here? Serves ‘em right. ‘Bout 
time they got a taste of what it’s like to be in here 
mixin’ it up. 


MENGSK: Jim, | want you to move in and save 
that base. 


n positive | didn’t hear that right. 


you lost your mind? 


prove to be a powe! 
cannot miss. 


but before you a if 
ambush party. The 


CAUTION 


CLEAR OUT THE ZERG 
AMBUSHERS SEFORE 
SENDING IN YOUR SCVSe 
YOU SEGIN THE MISSION 
WITH ONLY TWO SCVS, 
AND YOU CAN"T AFFORD TO 
LOS THEM. 


| After repairing the 
buildings, send your 
_ SCVs to the miner- 
al'deposits to start 
harvesting, because 
| you lack enough 
minerals to make 
additional SCVs or 
repair the Norad II. 
Next, pack as many 
Marines as possible into the two damaged Bunkers 
near the Norad II. Once you stockpile enough 
Vespene Gas, use the SCVs to repair the Bunkers 
and the Norad II. Check the Norad site on a regular 
basis, especially after an attack, so that you can keep 
up with necessary maintenance. The SCVs are quite 
durable in this mission, so you can endure several 
attacks, patch up the Bunkers and Norad Il, and get 
back to the business of building a rescue force. 


you accumulate minerals and gas, fill the 
is with Marines. If you can, build one or two 
nal Bunkers to protect your Command 

r and Refinery. Have Raynor lay all three of his 
ound the north and northeast sides of the 
suild an extra Bunker to protect the Vespene 
ry.With an SCV nearby to repair dam- 
nsive ring should be enough to protect 
ile you build an attack force to reach 
and deliver Raynor to the Beacon. 


CAUTION 
REMEMBER THAT THE 
NoRaApD 11 15 PERIODICALLY 
ATTACKED WHILE YOU ARE 
BUILDING UF YOUR SASEs 
IF YOU FORGET TO REPAIR 
THE DAMAGE, THE NORAD 
WILL 8 DESTROVED, 
RINGING THE MISSION TO 
AN ABRUPT END. 


Vith your defense in place, concentrate on building 
n offensive strike force capable of penetrating the 

erg Spore Colonies and reaching the Norad II. 
reate a fleet of four Goliaths, six Marines, and 


am Firebats to cut a swath through the Zergs. You 


. want to create one or two Wraiths for scout- 
the edge of the Creep before your final push to 


he Norad. Fill a Dropship with Marines, Firebats, and 


Goliaths. Set them down at the landing point 


PP cated on the map. You will lose many units, if not 


», your entire first 


Sunken Colony. 


Now, go back for 
another load, but 
this time insert an 
SCV in place of a 


the second attack. 
With the first 
Sunken Colony out 


will be much easier. 
Take out the 
remaining colonies 
and a handful of 
Zerg units by . 
moving ina 
clockwise direction, 
(Bou don’t go north of the Norad. Make sure that you 
~~ can reinforce the second wave as needed. 


wave, taking out the 


Marine, to repair any 
Goliaths damaged in 


of the way, your path 


CAUTION 


Do NOT VENTURE NORTH 
OR €AST OF THE NORAD 11. 
THERE 15 NO NEED TO GO 
THERE TO WIN THE M15- 
SIONs THESE AREAS ARE 
CHOCK-FULL OF ZERG 
UNITS, AND THEY WILL 
SHRED YOUR ATTACK 
FORCE: 


After clearing a 

lane, send a 

Dropship back 
Jim Raynor, an 
_ drop him.on.the 
Beacon-to win the 
mission. n. Keep your 
Goliaths a at hits) 


ras 


“Scourge 9 ; 
Raynor is is mi 
toward the Beacon. 
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M1isSION RRIEFING 


ADVISOR: Commander, our position has been dis- 
covered. As of two hours ago, a large Confederate 
strike force arrived on Antiga Prime and established 
a base camp within our defensive perimeter. 
Arcturus Mengsk is calling a meeting. 


MENGSK: Greetings. | know you're all concerned 
about the Confederate strike force, but first we have 
a grave matter to discuss. It seems our data disks 
didn’t hold weapon designs after all. Lieutenant 
Kerrigan will explain. 


KERRIGAN: You all know that the Confederates run 
a program for psychically gifted humans, training 
them to be Ghosts, Those running the program 
found that the Zerg are attuned to the psychic 
emanations of Ghosts. 


R: So the Zerg are here for you, darlin’? 
better and better. 
= te 


the puzzle: designs fo 
‘Waveform Emitter. 


NGSK: The Confede: ve 
tolure the Zerg ir Aa Pans a 


Confederacy paid for its crimes. And 
utenant Kerrigan is going to” 


a they'll break the block 
escape.\Now get moving. 


Terran Tactics 


As soon as this mission starts you must pull back 
some of your units and buildings. The area in the 
lower-middle part of the map will most likely be 
destroyed before you can respond, and the area at 
the top of the map (where Kerrigan and the Psi 
Emitter are) also comes under attack quickly. 
Launch the Science Vessel and Starport, and move 
them south (out of range of the enemy Bunkers). 
Finally, reinforce the bridge roads with Bunkers to 
slow down enemy advances. 


To reach the Beacon and deposit the Psi Emitter, 
you must punch a hole in Confederate defenses. You 
‘can use two routes for this: the central path or the 
northern path leading from your northern staging 
area. Either way, a fair bit of fighting occurs, but 
fewer Missile Turrets guard the northern route, 
allowing for better use of Wraith fighters for attack. 


Build up a force of about 10 Siege Tanks, 10 
Goliaths, 12 Marines, and a couple SCYs (for 
creating Bunkers). You can also take Kerrigan along 
to Lockdown any Siege Tanks that you encounter, 
but be careful.A direct hit from a Siege Tank will 
put her in a world of hurt. Follow both of the 
suggested paths noted on the map. The roads are 
narrow, and at the peak of fighting, the map 
becomes very congested. . 


Send your Science Vessel ahead of your ather troops 
to warn you of waiting Siege Tanks. Progress cau- 


s to repair damage and build Bunkers as you 
advance. Finally, 
leave a Siege Tank 

| behind each attack 
column to guard 
against surprise 
enemy flank attacks. 


SARRACKS ALONG WITH THE 
MARINES, TO ORAW FIRES 
YOU CAN REPAIR THE DAM- 
AGE WITH AN ACCOMPANYING 
SCV_ SUT wiTH 1,000 wt 
POINTS, 17 WILL BE A WHILE 
SEFORE THE RARRACKS 15 
IN ANY REAL DANGERS 
FALSO, YOU CAN HAVE 
INSTANT MARINES WHEN 17 
LANDS 


i @! TRY MOVING ONE OF YOUR 


™, Remember to use 
4 | ground units, such 
as Goliaths and 
Marines, to take out 
+ Turrets,Wraiths, 

_ and Siege Tanks. 
| When you come to 
the mineral field at 
the top of the 
Confederate base, 
take out all of the 
SCVs and the 
_ Command Center 
to cripple the 
| Confederate ability 
to create more 
units. Then move 
your Siege Tanks 
into the center 
of town. 


TERRAN MISSIONS 


Once these tanks 

enter Siege Mode 

the carnage really 

begins, and enemy 

structures fall very 
| quickly. 


At this point, get the 


a Psi Emicter intoa 
~ Dropship toftyitup 
ee ) to the Beacon. Fly 
i the Dropship:along ~~ 
the pathway your 
rces 


H othe 


RUILD AN EXTRA SCIENCE 
VESSEL OR Comsat 
STATION JUST IN CASE YoU 
LOS€ ONE TO ENEMY FIRED 
YOU OON'T WANT TO Lose 
THE ABILITY TO SEE 
CLOAKED UNITS« 


>" 
Drop the Psi Emitter (transported by an-SCV) near 
the Beacon; then move it in. The mi: R 
Kerrigan wishing that she would never a b 
forced to contribute to human. death | ii 
to attack. 


@PUssion #Bf THE BiG PusyH 


TERRAN NNSSION BF 
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cra p Sa, SITY, 
a" Jukes). Several Confederate installations on this ees 


thy 


NissION BRIEFING 


ap have closely grouped buildings—perfect targets 


T 1 pd ol the awesome power of a nuclear device. Use a 


ADVISOR: Greetings, Commander. Receiving WamaAtTO CANNON: THE YAMATO joaked Ghost to get in close to a target; then let 


incoming transmission: CANNON ON DuUxE'S BATTLE- =the Nuke go. Follow up with a mop-up force to take 

i CRUISER 15 A DEVASTATING ‘out entire bases in a short period of time. Still, you 6.0 
MENGSK: The time of our final strike against the ; WEAPON THAT CAN THHE OUT A | s¢don’t need to use Nukes to win the mission. A slow ie 
Confederacy is close at hand. Before we can strike at NHSSILE TURRET IN ONE HIT. IT a. with Siege Tanks and support forces works 
Tarsonis itself, however, we must break through the ALSO CAN DO ENOUGH DAMAGE “sjust as well. 
Confederacy’s most potent defenses. General Duke Beto A SUILDING WITH ONE HIT \ [a After you capture other mineral deposits and knock 
will brief you. THAT THE SUILOING (IF TeRRAN) ea a Ties out the first Confederate base on the platform, the 


WILL DEGRADE AND EVENTUALLY 
EXPLODE. 1T'S AN IMPRESSIVE 
WEAPON THAT CAN MAKE YOUR 


others will fall with help from Siege Tanks and Nukes. 


GENERAL DUKE: I’ve defended Tarsonis in over 30 However, be careful of two Battleships lurking aro! 


major battles, so | know its defenses inside and out. UFE MUCH EASIER. MANY USE a Starbase in the northeastern corner,of the map— 
There are three primary orbital platforms that serve THE YAMATO CANNON AS JUST A USING Nukes! Use A These Battleships.can.take out Duke’s Battlecruiser if_— 
as staging areas for the Confederate fleet. —e TURRET KILLER, SUT IT CAN BE GHOST TO move CLOSE TO he wanders.into fi firing range unprotected. Just 
E MUCH MORE. JUST BE SURE TO AUTARGETS WHEN YOU remember'to send him hunting with a-pair-of Gho: 
If we assault the central platform, we should cause HAVE A Few SCVS AT THE a So THE NUREs ate that can-iockdown the enemy ships and giv — 
enough of a ruckus to allow a small force to break READY TO REPAIR THE Er ae nae AE ae “© couple of kills. } ety 


through the planetary defenses. ' RATTLECRUISER QUICKLY WHEN 1T 


TAKES EXCESSIVE DAMAGE. 17 TAKES AROUT 10-15 


SECONDS FOR THE NUxE TO 
HIT, SO KEEP YOUR GHOST 
CLOAKED. NUKES ARE 
MOST €FFECTIVE WHEN THE 
ENEMY HAS PLENTY OF 
CLOSELY GROUPED UNITS 
AAND STRUCTURES. 


‘ é E z a mos me mission ci a 


ney quite a while, but 

weg yourll have fun. After 

| you take the base ju: 
above your Onis > 


of the Confe 


JIM RAYNOR: General, I’m impressed. I never 
figured you for the frontal assault type. 


GENERAL DUKE: Well, the Confederates have the map.Build up your forces with plenty of 

Omega and Delta Squadron troops defending the Siege Tanks, Goliaths/Marines, and Wraiths. Move 

platform. They’re nothing compared to my Alpha these groups up the central and left portions of the 
__ Squadron boys. map where you can 
capture vast mineral 
and Vespene | 
deposits. Build 
‘Command Centers 
near these new | 
deposits to speed up 


JIM RAYNOR: Right. 


Pm. F il = 

Terran Tactics; * o=4 

él Aaa your defeat of the 
mission begins, ea Foullizooe Mare crammed Confederates. Be | 

ong mall platform jong with all your buildings : forewarned that the 

(whic are hovering 1g). oad your SCYs and Marines = no unitsrattacks are 

om ae Dropships.Then group the Wraiths with Duke extreme. Don’t get cocky if your first advance into 

; oe mig them \yessro the desea the base meets only limited resistance. You can 

expect a heavy onslaught of Siege Tanks, Goliaths, 

Firebats, and hordes of Marines, so keep the rein- 

forcements coming. Dig in with Bunkers as soon as 

possible, and bring in enough Goliaths to provide air 

defense against incoming Wraiths. | 


thére, have your air force 
— = Marines and Firebats dotti 
VF take mutch to clean t em up. “Cj 


= 
acing 


the new ba 
jineral fields 


nand Centers between | 
pene Geysers. You can drop your buildings Sar 

sl es “beside addo1 n buildings su uch as Machine ‘Shops and oUEY hiss the first 

~ Nuclear Silos'for in instant upgrades, unless the 

placements take you, a from Vespene Gas. 

Immediately get your gathering minerals while 


} mission where you | 
| get to use Nukes, 
and if you build | 


“Enemy Base + 
~Gargas Tribe) ~ 


= New Enemy UNITS 


plenty of Command ” 
ypy cree Siege Tanke, ney ‘i Centers around the | * (TeR RAN) —) 
1 i I 
| After yeitie sorted out whi 1 uildings go where, \| enouts fa = i - Dire) { : a. 
move your air uni fe se oi area above your Rous ae Nuclear | & es @ Prace Bunkers HERE TERRAN MSsION OF et 
“base-You can also) "Bunkers and any Siege Missile Silos (and a Shae & Place Turrets HERE 
‘Tanks you create "Il be in place for your slow, = ~— 
as therefore extra M Mineracs 
grinding assault ac; hee Ca portion of a ae 
- fs :SPENE 
| 43 
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N1SS1ION BRIEFING 


ADVISOR: I’ve picked up several dozen Protoss 
warships descending upon Tarsonis. They seem to 
be heading on a direct course to the primary 
Zerg Hive. 


MENGSK: If they engage the Zerg, the Confederates 
may escape. Commander, send Lieutenant Kerrigan 
with a strike force to engage the Protoss. Captain 
Raynor and General Duke will stay behind with the 
command ship. 


JIM RAYNOR: First you sell out every person on this 
world to the Zerg, then you ask us to go up against 
the Protoss? And you're goin’ to send Kerrigan down 
there with no backup? 


MENGSK: I have absolute confidence in Kerrigan’s 
ability to hold off the Protoss. 


JIM RAYNOR: This is critter poop. Kerrigan, are you 
reading this? 


KERRIGAN: I heard. I’m going down there. Arcturus 
knows what he’s doing. | can’t back out on him now. 


JIM RAYNOR: Funny. | never pehoaent of you as 
anyone’s martyr. 


abstr 

see Or 

bis Terran Tactics 

a 
A larg Zerg force lies just north o &.: position; 
hoy ‘r, you u can’t. actively/attack e Zerg because 
destroying even ¢ of their buildings results in 
mission ea Si place Bunkers (filled with 
Ae, ines) near the camps leading up to, "g posi- 

. _ tions. As resources issile Turrets to 
protect against ¢ Mutallsk ai placing these 
defensive-structures along boundary of 

: base should be 
riority. 
hey’re in 
We ey'll 


operate without 
your attention. 


Ore 
Send your Dropship 
with some SCVs to 
claim the mineral 
deposits in the left- 
ty center and bottom- 
Then build an Armory, a 
en't yet), anda 


center portions of, 
_ Starport,a Refin 
“Science Station. 


ATARCRAFT PRIMA‘S OFFICIAL STRATEGY GUIDE 
Szr 


The Protoss eventually send Zealots through this 
area, and if you don’t have a pair of well-stocked 
STS you'll get toasted. 
ELAS, 
eas || | 
= Mn 
4 


NOTE 


ZEALOTS! THESE UNITS 
LOOK LIKE THE EQUIVALENT 
OF MARINES, SUT IN FACT 
THEY'RE MUCH TOUGHER TO 
#ILLy AND THEIR ATTACKS 
HAVE MORE THAN TWICE 
THE POWER OF A MARINES 
GUN.» ALTHOUGH YOU MIGHT 
BE TEMPTED TO TAKE ON 
ZEALOTS ONE-ON-ONE WITH 
MARINES OR FIRERATS 
Don't! 


You can attempt to win this mission through a 
bloody ground-based battle, but an alternative 
strategy will save your troops’ lives. However, it will 
cost you plenty of resources. Set up two new 
Command Centers and arrange sufficient protec- 
tion for the main base. Then build an extra 
Starport, making sure to include a Control Tower. 
Once you can build Battlecruisers, build them as 
fast as you can until you have eight or ten.This is no 
small task, and you must defend your base against 
Protoss attacks as you amass this force. It will be 
worth it in the end, however. 


+ SEN \ Once you have the 


fleet of 

| Battlecruisers, fly 

them down to your 

lower Control 

Center and make 

| sure you've 
researched the 
Yamato Cannon. 
Finally, before you 

goer your attack, 


TERRAN MISSIONS 


ONE UNIT AT A OTIMes THE 


SION OSJECTIVES 
lestroy the Tarsonis lon Cannon. 


Sreciat UNITS 


~ Raynor (in Vulture) 


up four to six SCVs as a repair team that can 
pair badly damaged Battlecruisers quickly. Use 
our Comsat Stations to locate enemy Photon 
annons; then move your fleet of Battlecruisers in 
"eset, for the kill. Work 

_ your way along 

| the bottom of the 
| map until you’ve 
wiped out all the 

_ structures. If you're 
| getting clobbered, 
return to base 

_ for repair. 


SATTLECRUISER PRIORIMNES! 
BEFORE YOU MOVE A LARGE 
FLEET OF BATTLECRUISERS INTO 
BATTLE, REMEMBER TO PRIORI- 
TIZE THE UNITS YOU'LL ATTACK. 
PHOTON CANNONS, DRAGOONS, 
AND SCOUTS, WHICH FIRE BACK, 
TAKE PRIORITY OVER GHUTTLES 
OR OTHER SUILOINGS. IF YOU 
MOBIIZE THE ENTIRE FLEETS 
FIREPOWER ON ONE OF THESE 
UNITS, OFTEN YOU CAN DESTROY 
1T IN ONE VOLLEY, SO FOCUS ON 


REMAINING STRUCTURES CAN 
WAIT UNTIL YOU'VE ELIMINATED 
THE MOST THREATENING UNITSs 


As you work your 
way through the 
Protoss base, don’t 
be afraid to use your 
Yamato Cannons to 
take out larger 
| structures. Most 
structures succul 


z togetheF with the ~~ 
other Battlecruisers’ lasers to go through the base —~ 
like a hot-knife through butter. Clear the Proto: 


wich ee the upper-right corner of the map, 
which triggers a m attack on youj 
£ ——, ofiginal base. 
S, Mictory i is yours, 
put the price 
_ high. Kerrigan 
appears to be dead, 
and Raynor barely __ 
escapes. The final 


@ Pvace Bunkers Here 

& Place Turrets HERE 

@ PLace SiEGe TANKS HERE 
® PLace SciENCcE 

Ss Vesset Here 

= V VWESPENE 
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Gar 


NWiSSION BRIEFING Terran Tactics 


There are two main groups of enemy Terrans in this 
ADVISOR: The fleet has lost contact with the ground = mission— the Sons of Korhal (Red), northwest of 


After securing 
these areas, begin 


forces at New Gettysburg. General Mengsk has your starting position, and the Alpha Corps (White), to build a strong 
ordered the immediate disengagement of the Korhal located in the far northeast corner of the map. strike force of 
fleet from the Tarsonian system. Although Alpha Corps is far away, they will launch Battlecruisers, 
Ghosts within the first 10 minutes (to Lockdown | Wraiths, Science 
Protoss and Zerg forces continue to battle across your Siege Tanks), and at the 30-minute mark, Vessels, Dropships, 
. the core continent of Tarsonis. Receiving incoming they’ll throw everything your way, including Siege and, of course, the 
transmission: Tanks, Goliaths, and more Ghosts. This means you | entire gamut of 
have no time to waste.This mission is a track meet, ground units. To 
JIM RAYNOR: | can’t believe he actually left her down where you must quickly get your production up to | take out the lon 
there! I’m gone, and you’d better come with me. speed, so that you can lay down a devastating defen- - Cannon, move your 
There’s no tellin’ who Arcturus'll screw over next. sive web before you attack the lon Cannon. _ Battlecruisers in 
: i ' first to destroy the 
ADVISOR: Receiving incoming transmission: Immediately build a Barracks and Engineering Bay Missile Turrets at 
j (Missile Turrets), followed by a Factory and Machine | _ the edge of the 
: MENGSK: Gentlemen, you've done very well, but Shop (Siege Tanks). After they are online, lay down a platform. Once 
emember that we've still got a job to do. The seeds network of Bunkers and Missile Turrets, and deploy ay oe : , these have been 
anev pire have been sown, and if we hope to Siege Tanks as noted on the mission map. | = = ; neutralized, either 
= land Dropships in 
he clear spot or proceed with your fleet of 
| eee and slowly annihilate all resistance. If 
"you've managed to develop a fleet of at least five 
_Battlecruisers with Yamato Cannons, this latter 
toc | or is much easier. Just advance the a 
is fall apart. i 


-—~eeeeee, Battlecruisers very 


, slowly, sweeping to 
reveal Ghosts and 

_ Yamato Cannons to 
_ level Missile Turrets. 
Eventually you'll 

| reach the lon 
‘Cannon. Destroy it 
with the 
Battlecruisers and 
victory is yours. 


JIM RAYNOR: You 


attacks from the 
White base, while 
_ at the same time i 
building an attack 
force and pref ring 
defensive positions | 
_ for the Red Force. 
When the defenses i: 
are ready, send out 
your force of Siege 
Goliaths, and Ghosts. The Ghosts 
iege Tanks and Science Vessels. 


You're preparing for | * 


ALLE 7, 


| 
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74 Gr 
ee ; 


EPisopvpe 115 ZERG 


MIND: Awaken my child, and embrace 
birthright. Know that | am the 
ill.of the Swarm, and that you 


over the Chrysalis, and ensure that ~ 
es to.the creature within it. Go now and 


af my prize. = 


aN 


MISSION #12 AMONG THE RUINS 


THE ZERG MISSIONS 


@ZeERG M1SsS10N 1 
Zerg Tactics . e 


This first mission is all about building Zerg 

ground units: the Zergling and the Hydralisk. Begin 
by making a Drone ae an Overlord. Think of the 
Overlords as Terran Supply Depots, and the Drones 
as SCVs. However, unlike the Terran SCV that can 
build multiple structures during a mission, a Drone 
morphs into a structure and then disappears 
forever. You must continually add Drones to your 
work force or mineral and gas mining produ 

will drop. _. ‘ 

‘Create as many Drones as possible, early in the 
mission, and then build a Spawning Pool (necessary 
for hatching Zerglings). Build a Hydralisk Den, and 
one or two Evolution Chambers for upgrading your 
Hydralisk Missile Attack capabilities and Carapace 
(armor). Finally, surround the Chrysalis with Sunken 
‘Colonies, and place two or three more on the east 
side of your base for protection. 


. 


ZERG MISSIONS | 


Af er you build up a force of 20-24 upgraded 
lydralisks, move to the east and take out the Terran 
tallations in the lower-right corner of the map. 


| along the eastern 
edge of the map 
until you reach the 
Terran base. After 
you take out the 
main force, your last 
target is a Terran 
Starport in the 


Brission BRIEFING 


| _ ae OVERMIND: I am well pleased young 6 

' '~ Cerebrate, and so long as my prize remains intact, | 
| 4gshall remain pleased. Thus, its life and yours shall be 
| “Smade as one. As it prospers, so shall you. For you are 
pres, of the Swarm. If ever your flesh should fail, that 


lesh shall be made anew. That is my covenant with 
. 


all Cerebrates. 


iia low you have grown strong enough to bear the 
= rigors of warp travel with the Swarm. Thus we shall 
ake our exit from this blasted world and secure 
e Chrysalis within the Hive cluster, upon the 
jlanet Char. 


upper-left portion of the map. Due to a large lake, you 
must come back to the Zerg camp and ther roach 
the last Terran resistance from the we: 
- ————— Eliminat 

=§ cog | Terran st 

f claim yo 


victory! 


ZERG Missin = 


ZASZ: Remnants of the Protoss fleet still linger 
within this planet’s orbit. They will attempt to block 
our exodus at every turn. 


DAGGOTH: My Brood shall aid you, Cerebrate, Ya | 
should you require assistance. ° ‘ , 
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Your job is to shuttle the Chrysalis from a base in 
the upper-left portion of the map to the Beacon in 
the lower-right quadrant. But this is more than a 
delivery run, because Protoss Dragoons and Zealots 
are poised to attack directly south and east of your 
starting position. Although your force of six Hunter 


off the initial attacks, subsequent battles will drain 
or eliminate some units, so create 8-10 extra 
Hydralisks before you set out for the Beacon. 

To accomplish this, build an Extractor and mine 
sufficient Vespene Gas to morph a Drone into a 
Hydralisk Den. 


First, send any unit up the ramp to activate the 
Hunter Killers. Produce several Drones, and plant 
several Sunken Colonies around the perimeter of 
the base. Then, concentrate on building (and 


TIP 


1F YOU LOSE TRATH OF 
HYDRALISKS AFTER THEY 
EMERGE FROM THEIR 
€GG5,_ CHECK OUT THE 
AREA AROUND THE 
MINERAL DEPOSITS: 


N #35 THE New 


x = . 


M MINERALS 
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Killers and three Hydralisks is strong enough to fend 


force of Hydralisks. 

Don’t under- 
' estimate the 
Protoss firepower — 
that you encounter 
on this mission. I 
your Hydralisks 
begin to take heavy 
losses, retreat to the 
base for reinforcements rather than pressing on too 
far down the map. Pay special attention to Protoss 
Missile Turrets. . 


Once you reach the Beacon, leave a patrol of 
Hydralisks in place, and then go back to the base 


_ and assemble another escort team. Send a Drone 


back to the home Beacon to collect the Chrysalis, 
and then direct the entire group to the secured 
Beacon in the southeast corner of the map. By now, 
there should be only spotty resistance from the 
Protoss, but you _ 

) don’t want to risk a 
lucky hit on the 
Drone. Keep the 
Hydralisks clustered 
tightly around the 
royal cargo, and 
move quickly to the 
Beacon to complete 
the mission. 


ZeERG NMNISSiOnN 3S 


ZERG MISSIONS 


Pmssion BRIEFING 


(ERG OVERMIND: Behold the power of that which 
t unborn! For the swirling images that flow forth 
m the Chrysalis are only a shadow of the sleeper’s 
je power. 
SZ: The psionic emanations of the Chrysalis 
. reached out into the depths of space and lured 
ur enemies to us! Even now, we are aware of their 
8 jans ... 


NERAL DUKE: All right. All squadrons close for- 
“mation and scan for hostiles. Emperor Arcturus 
aa jieves that there’s Zerg out here, so it’s our job to 
Gi: ‘em out! I don’t want any slip-ups this time! 
We'll show these critters that they can’t run from 


- Terran Dominion! 


__DAGGOTH: Engage the Terran forces with care. Your 
riority is to protect the Chrysalis at all costs. 


*... Tactics 


| re terrans have been alerted to the arrival of the 
Chrysalis, and the resulting attacks in this mission 

| swift and intense. Survival depends on your abili- 
Sty to protect your initial location (where the 
Chrysalis is housed), and then move quickly to the 

i a ground north of the original base to establish a 

nger position. The Terrans also have their sights 

on this location, so act quickly. 


| a te = cow | The heaviest attacks 


= e3 / on Chrysalis base 

| come from the 

+ west, so place your 
. strongest concen- 
tration of Sunken 
Colonies and Spore 
Colonies here. 


. 
After setting up the 
perimeter, focus on 
producing Mutalisks 
and Hydralisks. The 
_ Mutalisks are criti- 

_ cal for taking out 
the Terran Siege 
Tanks when you 
attack to the north, 
but they are help- 
less against 

Marines. That’s 


west section of the map, so it makes sense 
in the northeast and sweep to the west. Use’ 
groups of 18 Mutalisks. As you lose units in bat 
bring reinforcements up from the rear group. 
Remember that Mutalisks are most effective in ti 
bunches when they can c trate their fire. 


Above all, bé z 
methodical. If 

caution. Try tO. f 36 
isolate one or two 7\ 


tanks, rather 
rushing headlong into a Terran stronghold. When the 
Terran forces are reduced to rubble, General Duke 
gives the order to drop back, and you receive 
instructions to hold your position. Victory is yours, : 
and now you must prepare to move the Chrysalis to 
a safer location in the next mission. 


aes) 
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N11SsS10N Ue AGENT OF THE. Swarm ° Instead, use a combination of units: 


l 


® Missite TuRRETS 
. @ Commanp CENTER 


. 
BRIEFING | 
arned. While Daggoth is 
have called even . 
ll be eradicated by 


more cunning 
iu are a testament 


id watch over 
very hour of the 
soon my greatest 
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» of the Creep. Don’t be fooled by the light, early 


out the first row of Missile Turrets, 
air drop Hydralisks and/or Zerglings 
After you soften the perimeter defen: 3, b * 
Queens in to infest the base as an alte Q 
destroying it. Whichever approach you 


units. The mission ends with Raynor pe 
~ eee significantly 


arsed | decides to 
| live for old 
sake, but warns 
_ him to stay aw: 
| from her side 
\the in a, = 


ae 


jor’s Command Center is heavily guarded by 
én Missile Turrets and a large force of Goliaths. 
‘Use two waves of Mutalisks to take out the Missile 
ie before mixing it up with the Goliaths. If you 
e on Missile Turrets and Goliaths at the same ‘ 
e, your Mutalisks are likely to be decimated. 


rE THEEISS us 


ZergTactics “~ 

sd . 

Your first priority is to build up a defensive ring 
around the base, along with a few Hydralisks. The 
early attacks come from the east, so place several 
Sunken Colonies and Spore Colonies along the edge 


attacks. They become more intense as the mission 
develops, especially when Siege Tanks join the fray. 


If you succeed in keeping the Terrans away from 
the Chrysalis for 10 minutes, it will hatch, revealing 
an infested Kerrigan. Now, you must shift your focus 
to infesting or destroying Raynor’s base in the 
northeast corner of the map. First, expand your 
base.into the middle of the map. It is relatively safe 
there, and you will find additional mineral and gas 
deposits. Research Transport for your Overlords, 
and then load up the big fellas with Hydralisks to 

"entree, provide a basic 

un defense force for 

your new base. 
| Send a few Mutalisks 
along for air sup- 
port, and once the 
base is operational, 
‘concentrate on 
building an 
attack force. 
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NHSsSiION BRIEFING 


INFESTED KERRIGAN: Cerebrate, you watched 
over me during my incubation, and | am grateful to 
you. It is my wish that you continue your vigil, so 
that | might strengthen my powers to better aid 
the Swarm. a 


I have been unable to access the totality of my latent 
powers, and as such, | would like to infiltrate a Terran - 
Science Vessel and uncover the secrets of their 
abandoned Ghost projects. 


If | can learn more about their mental conditioning, | 
can undo the damage their tinkering scientists have 
done to my mind. 


ZASZ: Though you may be the favored servant of 
the Overmind, you would do well to remember 
that you are just a servant. You know of our grand 
mission, Kerrigan. Would you put your personal 
whims before the will of the Overmind? 


INFESTED KERRIGAN: Do not cross me, Zasz. | will 
do as I see fit, and not you or any other Cerebrate 
shall stand in my way. 


ZERG OVERMIND: Let her go, Zasz. The greatness 
fer spirit has been left to her, that the Swarms 


it benefit from her fierce example. 
Hal > ws 
(Fea 


t her designs, for she is bound to me as 

ely as any Cerebrate. Truly, no Zerg can stray 
will, for all that you are lies wholly within 
Lad free to do as she desires. . 


9ucan forget about resource 
“because you finish the mission (| 
same units that you had at the start The Amerigo is 
corti mps, Sit is best to follow. 
ap, or you will miss the 
pen several doors.As 
ion, keep in mind that 
the necessary down 


agement here, 
fully) with the 


the path on the mission 
/ Beacons that are required 
jy you move through the instal 
; "your units recharge if they hav 
| pi 1e. Sometimes it’s better to run from a fight if 


‘a 


sf your units are already damaged. 


f 
H 
il agama : : 
* baat begin the mission, you control Kerrigan and 
a \ Hunter Killers. Walk to the left and down the - 
3 \ a. a large room where you pick up six 
. “Zeralings Gather your group and proceed to the 
54 


left, through the lowered barrier. As you pass 
through the opening, your presence is detected, so 
get ready for company. 


Destroy the Ghost, 
and two wall traps 
on the right, before 
going up the stairs 
and into the next | 
room. From the top 

of the stairs, go | 
straight across the 
hallway. When the 

wall lowers, get { 
ready to blast the Marines waiting on the other 

side. Walk onto the Beacon, and the Supercomputer | 


is revealed on your mini-map. From the Beacon, 
proceed to your left into a chamber that ‘contains 
several civilians. You don’t have to kill them, but 
because they called for backup, you might as well 
teach them a lesson. 
. 

Continue down 
the stairs and 
destroy the Vulture. | 
At this point, you 
are at the beginning 
_ of a long hallway, 
or more accurately, 
a gauntlet. You'll j 
receive fire | 
from above fram 
multiplé units, so | 
| just beat feet all aS 
way to the end. 
=| You'll take some | 

hits, but believe me, 

_ it’s better than 
stopping to return i 
fire. Also, you face 
heavy fire from 
six Goliaths when | 

you enter the next room, so save your Zerglings 
If you’ve grown Pecustomed to your Zerglings, pull 


for fodder. ° © 
off to the left at the end of the corridor before | 


“seme, charging into the 

| next room (even if 
the barrier lowers). | 
Cloak Kerrigan and 
send her into the 
room alone to | 
pick off the unsus- 
pecting Goliaths. 


| 
| 
| 


| 
| 


KERRIGAN 15 YOUR 
STRONGEST UNIT, AND 1F 
ALL ELSE FAILS, SHE CAN 
GET YOU OUT OF TROUBLE, 
THANKS TO HER 4OO HIT 
POINTS. IF SHE ARSORES 
TOO MUCH PUNISHMENT 
ALONG THE WAY, HOLE UP 
SOMEWHERE UNTIL HER 
STRENGTH RETURNS TO 
MAXIMUM. IT WILL Ee WELL 
WORTH THE WAIT TO HAVE 
A HEALTHY KERRIGAN 


Brtinue moving through a series of rooms until you 
reach a narrow corridor leading to the right. Go up 
& stairs and turn left down another long corridor, 
ere hidden floor guns ambush you. Turn left again 
at the end of the corridor and proceed through the 
a. right then left takes you around the 
ison tanks. Be sure to strike a blow for humanity 
and kill the Marines who are using the prisoners for 
et practice. Walk onto the Beacon at the end of 
thie room to gain some reinforcements when the 
PB ison doors open, releasing the unfortunate critters 
<seeeeeeee,, who were subjected 
es] to the guards’ abuse. 


poe 


Bee es Orta | Actually, the prison- 
ers provide mostly 
moral support, but 
every little bit helps. 
Select as many of 
the roaming crea- 
tures as you can and 
Ld add them to your 

‘oup. Go around the prison tanks and proceed 

Dng the hallway where you run into another nasty 

bush, courtesy of Marines and hidden floor guns. 


‘ 
J 


After weathering the assault, go down 
where you find a locked door. Eventu: 
able to open it, but for now, proceed tl 
room and kill the Firebats. If your units 
dling, cloak Kerrigan and let her take out 

- <o= =e, Firebats: 


single shot). 


Take your group 
between the twe 
rows of openings 
the floor, and tu 
right when you~ 
reach the wall. 
‘Watch out for 
Marine snipers on the led; ove. At this poin 
check Kerrigan’s energy. Yor about to walk int 
the worst trap in the mission, but you must ee 
through it to unlock the doors. When Kerrigan 
is up to the task, cloak her and proceed in a * 
northeasterly direction. The Missile Traps target LY 
Kerrigan despite the cloaking, so destroy these guns - 4 
first. The ensuing firefight with a wave of es is 
harrowing, but Kerrigan can survive if her stren; \ ' 
a | 


was close to maximum before going in. 
~ ») Walk over the two | 


Beacons. One will. 
~ reveal a Transporter, 

' and the other will 
unlock all of the 
doors (check your ; 
mini-map for loca- 
tions). The hard 

= part is finished. Join 
“ up your group 

and return to the locked door, which is now open, 
allowing access to the Transporter. Take out the light 


resistance and go up the stairs to the tor 


where your group will be transported to Sector 6 
(straight up the western edge of the map). 


You're almost home. Kill the guards in the 

Transporter room, and then go down the stairs and 

through the corridor to one more stairway leading 

to the final Beacon. You'll encounter several more 

Se Marines, but their 

=, days are numbered. ‘ 

Step onto the 

Beacon and 

_ Kerrigan downloads add 
the information she 
has been killing for, 
ending your mission 
victoriously. Now, sit 
back and enjoy the 
finishing sequence. 
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TIP 


THe PROTOSS GROUND 
TROOPS ARE DEVASTATING, 
SO CONSIDER UPGRADING 
ALL OF YOUR ZERG 
GROUND UNITS WITH THE 
EVOLUTION CHAMeER, 


NISSION #68 THE DARK TEMPLAR 


7™™ Your strike force 
"4% | should contain three 
groups of mixed 
| ground and air units. 
You need 12 
Mutalisks, and then 
at least 10 more for 
conversion to 
Guardians. Create at 
least a dozen 
Hydralisks to round 
, | out the attack 

| group. After you set 
out down the west 
side of the map, 
begin building rein- 
| forcements, because 


ZeRG Mssion & 
ZergTactics * 
: 


) M MINERALS 


NMNSSION BRIEFING 
a he 


RIGAN: Do you feel that, Cerebrate? As the mission begins, you occupy the Zerg base 


4. MB 


fp ere. On Char. They have been for in the northwest corner of the map. The Protoss you i likely lose fs 
669) . attack regularly with Zealots, Dragoons, and | hbeocss on™ os or even alt 
pal i = e _ eventually Scouts (airborne). You must deal with . " ier aoe bes 
' nder, it was folly of you to come additional unit types when you attack the Protoss rust. 
; Vn Kerrigan, and | am Queen of the base, but for now, focus on setting up a strong —= 
iy in - defense. Place Sunken Colonies and Hydralisks 
N 


re 


along the southern edge of your original base. 
> 


SPEED 15 IMPORTANT IN 
THIS MISSION» THE 
PROTOSS ATTACK IN EVER- 
INCREASING WAVES AS THE 
SCENARIO PROGRESSES, 
AND THE MORE Time YOU 
SPEND DEFENDING AGAINST 
THEIR ATTACKS, THE 
FEWER RESOURCES 


=. | am Tassadar, of 
r selfless exploits, 


Next, research Transport for your Overlords, and 
then ferry Drones and Hydralisks to the mineral 
deposits to the south. There is light Protoss resist- 
ance here, and after you build up a‘strong base, it 
will be a good location for creating reinforcements 
and staging follow-up attacks. Build another defense 
system of Sunken Colonies and Hydralisks. It will be 
all you can do to defend both locations against the 
onslaught of Protoss Dragoons, so be sure to 
replace lost units or colonies when necessary. 


sume to judge 
fers to be more than a 
that your vaunted 


WILL RE AVAILABLE FOR 
BUILDING YOUR 
STRIKE FORCE: 


R: Mayhap, O Queen, Or is it only that - . 


ga \. 
~INFESTED KERRIGAN: Foolish Templar. Prepare 
ur defenses! 1 will come for you Soon. 


{ 
| 
| 
ca 
| 4 
le 
| 
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sail ai 


Your first skirmish takes place after you 
southwest corner of the map and then 
the east. Initially, the Protoss attack ci n 


Eliminate the Protoss units in this first concent 
tion, or they wil 
return to flank’ 
attacking force 
when you head for 
the Protoss base, 


Position the 
Guardians to as 
out the Protoss 
Photon Cannons, 

: but make sure 
the Mutalisks and Hydralisks provide support 


42 oat 


Wesier2 og 
the southeast 
corner, move up 
c aor along the eastern 
eae edge of the map. 

Be, 0% 


Destroy everything » ‘— 
feet 2 insight, until 


Tassadar challenges 4 
Kerrigan to a duel. j=? 
Engage an Fa 
Overlord to 
transport Kerrigan 
to the center of 
the map (make 

| sure that she is at 
full strength!). 
Tassadar makes 

a token 
appearance, and 
then disappears, signaling the end of the mission 
and a Zerg victory. 


57 
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Y UNITS 


M MiNneRALs 
WV WESPENE 


NSSION BRIEFING 


INFESTED KERRIGAN: Insufferable Protoss 
coward! Tassadar cannot evade my wrath 
forever! | shall find him and ... 


DAGGOTH:; Kerrigan, Zasz is dead! 


(ERRIGAN: Oh? It is a pity that 
not truly be killed. 1 expect that the 
;carnate him soon. 


will not! The Protoss have 
tack. An attack powerful enough 


asz’s Brood has. 
he Hive cluster. 


cause. | shall 


take out the Garm Brood base to the 

; Resistance will be light, and you should be 

str € base with your opening force still 

|d a Hatchery immediately, create several 

s, and start mining minerals, As you stockpile 
_ 
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ig Brood : 


ZeERG Nhssion 7 


resources, upgrade your structures and position 
Sunken Colonies to protect either side of the base 
from the inevitable, and incredibly annoying, 
Zergling attacks. 
: TT, eu 
| When the perimeter 
| is secure,start ~~ 
| working on your 
“attack force to 
take out the base 
| to the west. You'll 
"need at least a 
dozen Hydralisks to 
attack the base and 
another dozen to 
ward off a vicious enemy counterattack. Also, send a 
dozen upgraded Zerglings to shred the Sunken® 
Colonies. They'Il'most likely die in the line of duty, 
but their sacrifice allows the Hydralisks to hold 
their ground. 


AFTER YOU SECURE THE 

AREA, BRING IN A FEW 
OVERLORDS TO €xPOose 
THE ENEMY HYORALISKS 
SURROWING IN AEOVE 
YOUR NEW BASE. 


» ee 


pret coven 


3 Now, it’s time to 

send a team of 12 

Zergling scouts up 

the eastern edge of 

the map to reveal 

enemy Ultralisks. The 

bladed Ultralisks will 

carve up your 

¢  Zerglings, but not 

| before the little 
munchers destroy a 
Sunken Colony or 
two, and possibly 

| work their way to 
the Hatchery, 


CAUTION 


KEEP THE ZERGLINGS COMING, 
SECAUSE THE ENEMY WILL 
REPLACE THE FALLEN 
ULTRALISKS SEVERAL TIMES 
BEFORE THEY ARE FINALLY 
DEPLETED. ULTRALISKSy 
AYDRALISKS, AND MuTausKS 
OFTEN APPEAR SEHINO YOUR 
ADVANCING UNITS, FLANKING 
YOUR POSITION AND WREAKING 
SERIOUS OAMAGE: PROTECT 
YOUR FLANKS WITH TWO OR 
MORE GROUPS OF ZERGLINGS 
THAT HANG SACK FROM YOUR 
IDOVANCING FIRST UNIT. 


. As one last preparation for the final assault on 
northern base, send a couple squads of Hydralis| 
and Zerglings along the ridgeline from east 4 < 
taking out as many Sunken Colonies, Spor 
and Ultralisks as possible. They won't clear 
ridge, but their advance work softens the 


final assault wave of Hydralisks, Zerglings, an 


1 Now, it’s time to mop 
up the enemy base 
with another force 
of 12 Zerglings and | 
12 Hydralisks. Also, 

| don’t forget to bring 
_ in the Overlords to 

| reveal burrowed 
Hydralisks on the 
ridges overlooking 

| the base, 


@ Beacon 


M Minerats 
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3 ZERG MISSIONS 


© Protoss UNITS 
| 


Wy = ZERG MISSIONS i 


Bi up a force of 10-12 Hydralisks by your base in group of units, use the Defiler’s Plague abi 
a corner of the map, then move toward leech the life force out of the targeted uni 


{ 
NWisSION BRIEFING 


.e resource area in the upper-middle area of the = mee 


Ti? 


AFT PRIMA’S OFFICIAL STRATEGY SUIDE : 2 | 
ZERG OVERMIND: Behold, my long silence is You unLL LOSE THE mIssiON | You'll encounter some Protoss resistance, but enue “ats 
now broken, and | am made whole once more. The iF ONE DARK TEMPLAR ie that a group of Hydralisks can't manage. te: 2 2 alge 
cunning Protoss have dared strike down what was ner aNoRTHe ring the fighting consider building a secondary 2 7 ay 
once immortal. . | BEACONS, 50 SET UP YOUR Beegiratisk force that can continue to protect the & ¥. ; 
MAIN @ASE AND THE THREE | “grea for a while. Bite force is gone, build 
For the Protoss who murdered Zasz are unlike ; KeACONS AS PROGRAMMED aa = Ps : 
i Dark Templar (MAP LOCATIONS ON YOUR > Afte Ps ae anorhes Hatchery = 
anything we have faced before. These Dar’ Eat jmar es er your new base > Rie oe nearthe mineral = 
radiate energies that are much like my own, and itis — Lt PEONTAOCLER (PRESS AND | ee raking in resources i x 2 fields and start har- 
by these energies that they have caused me harm, le HoLp [E) + THE APPROPRI i the upper-middle vesting the vast 
‘x “ATE DIRECTIONAL SUTTON | area of the map, sit resources that 
& . ide be their downfall (OR £ACH LOCATION)» THIS Fe ee am ’ it line 
Yet shall their overwhelming pride be the a |e (ALLOWS YOU TO QUICKLY _ back (defend) and the map’s right side. Use these resources to build up 
For when the assassin Zeratul murdered Zasz, his Be ae iS Ce TnL EGR A ¥ _ concentrate on — another attack force, roughly double in size, with 
mind touched with mine, and all his secrete ere | POTENTIAL BREACHs 0 on researching missing few Zerglings thrown in just for good measure. TI 
made known to me. have taken from his mind the - structures or abili- Protoss base in the bottom-left corner of the m 
secret location of Aiur, the Protoss Homeworld. ; | Sao ties.When you are has plenty of Templars stat by, and they won’t 
ee 5 ' ee ready, make an air hesitate to use Psionic Stor kick your 
At long last, my children, our searching is done.Soon You can divide units among the three Weer uy 2. of eight Guardians and four Mutalisks, a x 
we shall assault Aiur directly. use the Nydus Canal to send them ee iS | _ground group of eight Hydralisks and four Ultralisks, | When you mount the attack on the main Proto 
sources. The enemy constantly tests the eI bd ' ‘(aed two single-unit groups with a Queen in one and base, keep two or three Queens in reserve to Spay 
DAGGOTH: For now we must ensure that the Dark sites, and ey attacks your bases on occasion, a a Defiler in the other. This gives you the power you Broodlings on any High Templars you coi ac 
Templar can cause no more harm. Cerebrate, you your Hydralisk support forces will serve you wel : | x to take out the entire right side of the map so However, if you sparred with the Templars | 
shall set a trap for our foes. Kerrigan will lead them Don’t forget to build a Hatchery and add a liberal ‘eu can secure the resource fields there. out the im 
to you. \ -sprinkling of Spore Colonies, because they are d e 
it immune to the High Templars’ psychic attacks, and | love your Guardians up to the edge of the right- depict ty 
they almost always stop the High Templars from “hand Protoss base, just close enough to provoke an time you rea 
Zerg Tactics advancing. . attack. Once the Protoss come after you, use your : 
a Py, * 7 -@ggound group to tackle the D: R a 
have a group of industrious Drones em ee Sn eon eng Cees { Ps $s ta lower Protoss base 
ted build strong defensive ile your air group moves in and destroys any é at falls, victory is aca- 
resources, build up a ng Photon Cannons. After the Photon Cannons are . demic. ¥ 
dralisks and Sunken Colonies to protect Maietralized, the ai : : Br naw rr fs lemic. You need 
al ‘ u |, the air group can either help with C only sweep t oe 
d Beacons. if even one Dark Templar =eround uni ‘ 7 & OMY: ep the _<t 
ot as, you'll ieecren it ees und units, or dismantle the structures. If enemy remaining Protoss 
on areas, y' Se, pay: Scouts give you trouble, use your Queen to Ensnare us off the map to win. 


units handy. The Beacon closest to 
rn base is constantly threatened, 
+ == more so than the ~ 
>, 
coq other bases, so 
oa deploy Kerrigan there 
_ for some extra 
punch. 


. 
The Nydus Canals are handy little structures that 
enable your forces to “teleport” from one area to 

~ another almost instantly. The Nydus Canals can get i 
units to hot spots in a few seconds, and because this = anc erat 
mission has a Nydus ‘Canal network already in = MEMoe 
place, you can use it as a defense transport between 

| 4 V VESPENE 
your bases. 


saps x re a : a Protoss 
* ZerRG NNSsiOn 3 
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PRIMA’'S OFFICIAL STRATEGY GUIDE : 


NWissiION BRIEFING 


ZERG OVERMIND: My children, the hour of our 
victory is at hand. For upon this world of Aiur shall 
we incorporate the strongest known species into 
our fold. Then shall we be the greatest of creation’s 
children. We shall be perfect. e 


Yet before | can be made manifest upon this world, 
the way must be prepared. You must seize the 
Khaydarin Crystals. For within them lies power 
undreamed of by the Protoss. 


Go now, my Cerebrate. Secure che Crystals, and 
bring swift wrath to all who oppose the Swarm! 


Zerg Tactics 


There are tons of high-end Protoss units in this 
scenario, so don’t attempt a war of attrition. Still, 
you'll definitely get your hands dirty—there’s plenty 
of fighting ahead. . 


The Khaydarin Crystal sits just below the center of 
the map where it is surrounded by Protoss units. 
Setting up some defenses (Sunken Colonies and 
Spore Col nies) is critically important to protecting 
your base, although you shouldn’t pour tons of 
resources into a massive defense matrix. Stay in 

intil you can create Hydralisks, 

as (for Ensnaring Carriers), Scourge 
lers), and Overlord Transports for 

und troops, and Guardians. 


~\ As you move aut, 
don’t overlook the 
small base that sits 


your toes, or losses will be heavy. After clearing out 
the Protoss, tap into the resources that surround 
the ruins of the Nexus, and fortify the area with 
Sunken Colonies. This area serves as a critical 
passageway to the Khaydarin Crystal. 


8e Quick ABOUT REINFORCING 
YOUR NEW ASE. THE LONGER 
YOU WAIT TO BUILD UP YOUR 
FORCES, THE GREATER THE 
CHANCE THE ENEMY WILL SHDW 
uP WITH A BUNCH OF 
ORAGOONS AND A CARRIER 
OR TWO TO RUIN YOUR OFY= 
uILO UP A LARGE FORCE OF 
ZERGUNGS (TWO OR THREE 
GROUPS OF 12), HYORAUISKS, 
AND Scource (AT LEAST 
THREE GROUPS). THE 
ZERGLINGS AND HYORALISKS 
ARE CHEAP, RUT IN FORCE 
THEY CAN ENSURE SUCCESS IN 
YOUR PUSH THROUGH THE 
CANYONS TO THE KHAYDARIN 
CRYSTALs 


laos 
. 

Follow the path shown on the map and use your 

Zerglings as first-wave attackers, with the 

Hydralisks close behind. The Protoss units and 

Photon Cannons have difficulty zeroing in on couple 

dozen Zerglings, leaving the door open for your 

more powerful Hydralisks to do the real damage. 

If you see a Carrier on the horizon, send all of 

your Scourge units in at once. Don’t hesitate for a 


ZERG MISSIONS i 


Fh oh epee AN 


df YOU TAKE TOO LONG TO 


‘MOUNT YOUR OFFENSE AND YOU | 


“FIND YOURSELF FALLING INTO 
(DEFENSIVE MODE JUST TO KEEP 
THE PROTOSS OUT OF YOUR 
‘BASE, YOU'LL €ND UF IN A 
RESOURCE ORAINs THIS ISN'T 
[THE END OF THE WORLDS YOU 
JUST HAVE TO MOVE ON TO 


[PLAN &. THREE RESOURCE 


SAREAS ARE IN THE NORTH FPOR- 
TION OF THE MAF: ALL ARE 
JIGHTLY DEFENDED BY THE 
)PROTOSS, SUT NOT COLONIZED. 
THe PROSLEM 15 YOU musT 

NO A WAY TO GET A DRONE 


‘SAFELY TO ONE OF THESE 


AREAS.« THE UPPER-RIGHT MAP 


(CORNER HAS TWO OF THE BEST | 


RESOURCE NODES (TWO mMINER- 
AL FIELDS AND ONE VESPENE 
(GEYSER), AND THEY AREN'T 
HEAVILY DEFENDED. IF YOU CAN 
GET A UNIT TO THIS AREA, AND 


)SUILD A HATCHERY AND THEN 


A Nyrous CANAL, YOU CAN 
DOUSLE YOUR RESOURCES 
QUICKLY. FROM THIS RESOURCE 
BASE YOU'LL HAVE A FIGHTING 
CHANCE TO HIT BACH AT THE 


|PROTOSS FORCES. 


mae Orem 
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in the upper middle 
of the map, where 
you take a right turn 
into the center 

yon. Use 


= ians and 


alisks to clean 


= : : the base, but get 


ly for a vicious 
counterattack from 
High Templars, 

eavers, and a ton of 

lots and 
Dragoons. You can 
overcome the resist- 

_ ance, but stay on 


t Ge. the pathway to the Crystal is clear, you can 
ery quickly. - F : either move a Drone down (via the ground) or you 
Cos) . (Gan.transport it with an Overlord. But, don’t try 

| er route until you beef up your forces around the 
Crystal (several Sunken Colonies will do the trick), 
IN MOST CASES, SCOURGE more importantly, solidify the forces around _ 
ATTACK 1F YOU SIMPLY your central base at the opening of the canyon. 

OVE THEM TOWARD A F : 

CARRIER. HOWEVER, WHEN 
A CARRIER LAUNCHES ITS 
INTERCEPTORS: THE 3 
ScOURGE MAY BREAK OFF . . 
THE ATTACK AND FIRE AT 
THE LITTLE INTRUDERSs 
YOU MUST 15SUE THE 


second, because a Carrier can decimate your force | 
vi 


CAUTION : 


JATTACK COMMAND, OR THE 
RIER WILL EAT YOUR 


UNITS ALIVE WHILE THE 
ScOURGE ARE ENGAGED. 


The Protoss continue to hammer that 
Carriers, Scouts, Reavers, and anythin 
have lying around. The results can be 


Crystal to hold the location while the Crystal is _ 
being harvested. Enemy ui 
devastating at this point in 
and especially Reavers. The 
row of Hydralisks with just one or two Scarabs, so 
stay cool and use Guardian air support.Ifyou 
have the resources, deploy a squadron of 
Guardians at the southern entrance to the 
courtyard, especially when the timer slips | 
IE, five mini 


When the Drone 
enters the Crystal, 
it triggers a 
10-minute cour 
down as well as a 
final Protoss attac 
Continue moving — 
units down to the 


hat are particul 
Templars, Carrie: 
ers can take out a 


you hang on 
Crystal for 
10 minutes, the _ 
Drone emerges, — © 

ready to head ~ 

for the Beacon. an 


Send a few body-_-< © 

guards along with " 
the Crystal-packing ye 
Drone on its final PP 
journey. You are i 

_ likely to encounter a 

stray Reaver looking 

for trouble. ft would 

be a shame to lose 

the mission at this 

point to a lucky 

shot. One last 

warning: Don’t go 

picking any fights 

in the late stages 

of the mission. It 

would be a fatal ‘ O; 
mistake to awaken y 
the forces in the a, 
lower-left and -right . 
corners of the map. 
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NWission #108 Futrt CiRcre 


ZeRG Mission 10 


e done well, my Zerg Tactics 

do nothing but fall - ¥ 
Build and conquer—that’s what you want to do in 
this scenario. After you produce a pile of Drones 
and two new Hatcheries to’maximize harvestin; 
and unit production, build Sunken Colonies an 
Spore Colonies galore around the perimeter of your 
base. Be sure to add several Sunken Colonies to the 
northwest, so that the Creep expands to encompass 
a critical Vespene Geyser. Gas is scarce early in the 
mission, so you may not be able to afford much 
more than Zerglings and Hydralisks to defend 
the base until you build the new Extractor. This is 

» not an easy task, especially when an enemy 
Carrier shows up. 


it is assured. _— 


you must assault is_ 
id by my creators, 


r iia, the temple whi 
r. For it was constru 


e ple must be cleared and the Khaydarin 
| set in its place: Only then shall the way be 


, For it is upon this ground alone that I 
oA manifest. N 


| 
\ 
| 
14 
| 
| 
| 
| 
| 
ij 


ZERG MISSIONS 


‘On the way to the Temple you face stiff. 
from Photon Cannons and ground fo: 
and Dragoons), and a Carrier awaits 


When the base is 
secure and the new 
Gas Extractor is 

| pumping away, 

' assemble a force of 
six Guardians and 
two Overlord 
Transports (carrying 
a full load of 
Hydralisks and 
Zerglings). Take this 
| force to the east, 
where the Protoss 
base protects vital 
mineral beds. You'll 
need to break 
through a substan- 
tial network of 
Photon Cannons to 
reach the mineral 
beds and gas 
deposits. 


gone, hit it with your 
_ Guardians while your 
Hydralisks mop up 
Zealots and ee ag 
structures.When the — 
Khaydarin Crystal 


Drone appears, grab 
an Overlord and 


transport the D: 
the Beacon 


[3 
ar 


e temple rubble. a 


_ After securing the 

_ eastern mineral 

beds, retool your 

forces and shift your 

_ focus to the Protoss 

base on the west 

| side of your original 

location. Use the 

= ke same mix of forces 

GRentioned above, except for the Overlord 

Transports. The fortifications are less severe, so you 
move your Hydralisks and Zerglings over land. 


¥' the entire southern edge of the map under 

ir control, ground attacks are reduced to a 

kle. However, you can expect a massive air attack 
with one or two Carriers and at least five Scouts 
aiid you up the middle. Counteract this threat 
~ by grouping at least eight Hydralisks in the bottom 
center of the map. When firing en masse, the 
Pieralisks can take out a Scout with a single shot. 


Mow, it’s time for the final buildup. Assemble a force 
“6f eight Guardians and four Mutalisks in group one, 
12 upgraded Hydralisks each in groups two and _ 
“iree, and mixed units (Zerglings, Hydralisks, 
: Mutalisks) in group four. Assign each group to ~ 
a key, and move them up toward the temple. 
“Use your Guardians to take out Protoss Cannons 
and structures quickly, and clear a path for your 
®rone to follow with the Crystal. 
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FARCRAFT 
ay mi 


Erisope 111i PROTOSS 
NHSSION #172 FiRsST STRIKE 


ee 
“ae 


23 Diy ti 
»* 


@F i 


@ Zerc UNITS 


1EF ING Protoss Tactics 


vt 3 . : 
3 : ef Is: This mission begins in the lower-right corner of the 


faro Adun, Executor. | am Judicator 
i 2 aris, and | have bi ni the Conclave to serve map.You must move your units up and around the 
haiti uunsel you. The fo: xecutor, Tassadar, was body of water and through a couple of Zerg patrols 


commanded to halt the Zerg 
sector by burning the infeste 


fe S&S, 
Unf disregarde; 
a i to destroy the Z 


ne. Cl 


rogress in the Te: 
uman worlds. — 


hi ordets and 
while Sgt eg the 
ly, Tass 


to get to the base at Antioch. Once there, you can 
liberate all the units simultaneously by capturing 
the Nexus. As you set up the base to produce more 
units for your attack, it’s a good idea to assign your 
Zealots and Dragoons into separate groups. The 
one-button control allows you to respond to Zerg 
patrols quickly, which will greatly reduce the 
amount of damage they can inflict. 


This is the first Protoss mission, so take your 
e and get used to Protoss naming conventions, 
1 as Pylons, which equate to Terran Supply 
Overlords. Pylons provide 

eee so you must build new 


Pylon. Additionally, the Protoss building process is 
quite different from the other races. Once a 
Probe opens a Warp Rift for the location of a new 


THE PROTOSS MISSIONS| 


| 
‘| 


| 
| 
| 


ad PROTOSS MISSION 1 


| 
| 
| 
| 


PROTOSS MISSIONS 


Gather your forces and continue moving to the north- i 
west to take out the Zerg base. Target Mutalisks with j 
your Dragoons, and shred Zerg structures with Zealots. 

Don’t leave until you destroy the Sunken Colony and its } 
defending force of Zerglings and Eydratisks: 


icture, the rift continues to open by itself, leaving 
Probe free to perform other tasks. Unlike the 
SCV that must continue to work away on a 
ucture, or a Zerg Drone that gives its life for the 
ucture, a Protoss Probe simply breaks ground and 


=, oman 8 
+ Take the attack 


squad north, and 
follow the road to 
the small bridge, 
where you find a 
Zergling raiding 
party on the other 
side. Beware:There 
are often Zerg in 
waa areas that seem 
rg-free. Many Zerg units on this map are buried, 
sO keep an eye on your attack squad as they move 


After cleaning out the 
Zerg patrols, move 
quickly into the 

_ Protoss compound, 
where you 

| gain command of 
three Dragoons and 
the Protoss hero of 
the day, Praetor 
Fenix. 


Keer A CLOSE EYE ON 
PRAETOR FENIX DURING AN 
ATTACK. HE KES TO FLAUNT 
HIS SPEED, WHICH UNFORTU- 
NATELY, PLACES Him AHEAD 
OF THE PACK, WHERE HE 
ORAWS ENEMY FIRE. Tf FENIX 
DIES, THE MISSION 15 OVER» 


PROTOSS NMNSsION = 
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M1isS1ION BRIEFING 


ALDARIS: En Taro Adun, Executor. Your defense of 
Antioch has restored my faith in the Templar caste. I 
admit that Tassadar’s desertion had shaken my faith. 


TASSADAR: Indeed, Aldaris? | would hope that the 
Judicator would put more faith in their Templar 
a brethren. 


ALDARIS: Tassadar! Where have you been? 

7 
TASSADAR: Be silent, Judicator. There is no time to 
waste, and | have much to tell you.As you know, the 
.Zerg vanished after the fall ‘of the Terran world of 
Tarsonis, and though the Conclave bid me return 
home, | was compelled to remain. 


A powerful psionic call drew my attention to a 
remote, barren world named Char. Apparently, the 
call was answered by others as well. For upon Char, | 
encountered those who were once our brethren— 
the Dark Templar. 

~ 
Ha ~ ALDARIS: Consorting with the Fallen Ones is 
heresy! . 


TASSADAR: Enough! Hear me, Executor, for Ihave 
learned much from the Dark Templar Prelate, 
Zeratul. 


inions through agents 
n the Cerebrates, and 
ae 


may be right. If you can 
ce may be able to 
slay the abomination. 


the Swa 
re: Peoccl ied, 


Aaagse their perime! 


* 
you, Tassadar. Already I 
sense the taint of the Fallen Ones’ influence on 
yearning. Yo THust return to Aiur agence! 


Aa = 


ALDARIS:.1 Praygwe can A 


concern is fér the 


As you wait for Fenix’s arrival, build several extra 
Pylons. He shows up with three Reavers, five 
Zealots, and four Dragoons, and if you don’t have 
enough power to support them, you'll need to 
construct additional Pylons before you can build any 
other units. 


When your resource pool recovers, build a pair of 
Photon Cannons at the top of the ramp. This saves 
you huge losses later in the mission, because they 
can engage both land and air targets equally. If you 
still have time, build up an army of Zealots and 
Dragoons and just sit tight until the requisite 15 
minutes have Esco 
= eecrreneta, Setting up a 
é new Nexus by the 

mineral field in the 

| lower right corner 
of the map is impor- 
tant to your victory. 


@ PHOTON CANNONS. 
M Mineracs 


15510N &RIEFING 


After 15 minutes, 
Fenix and his group — 
of units appear in 

the upper-right map — 
corner. Distract the 


| 
| 
ET ee | 
| 
| 


FENIX: Executor, | bring news most dire. The 
Gerebrate that we thought we had killed has arisen 
Gree creature's battered form was reincarn- 
ated, despite the considerable damage we inflicted 
ee it. Even now, the Cerebrate drives its Brood in 
careful, precise paration for their next offensive. 
attacks against their 
base, just below 
Fenix’s troops. At the 
same time, move 
your attack force out 

° ~ of your base and 
head toward the southeast corner of the map, 
where the Cerebrate awaits his death. 

. 


IDARIS: It is as I feared. It was folly to believe 
sadar could be trusted. The Conclave will not 
soon forget his wanton betrayal. Nevertheless, we 
jst stand resolute. For attacking defenseless 
erebrates is not the way of true Protoss warriors! 


We shall overcome the entire Swarm with the might 


a and the fury that is our heritage! 


pee, There are plenty of 

: Sunken Colonies and 
8 £ “2 buried Hydralisks 
sie _ and Zerglings’en 
route to the | 
Cerebrate, so pay 
close attention; 
above all, keep | 
~ moving forward. 
After you reach the | 


Becutor, we shall lead our main strike force to the 
province of Scion which has fallen to the Zerg. It’s 
ee the Zerg felt the wrath of the Sons of Aiur! 
tor Fenix will remain here with a small detach- 
ment and guard Antioch from any further assaults. * 


NIX: Adun be with you, Executor. Bring swift 
e to the enemies of Aiur. . 


Cerebrate, five or six 
Zealots can kill it in 
fairly short order. 
‘Consider using a pin- 
cer attack, with your 
two forces meeting 
| up just before the 
final push toward the 
-Cerebrate, but take 
care to keep Fenix 
alive or the mission 
will fail. 


(Protoss Tactics 


is a good old kill-everything-on-the-map 
é: . You begin with your forces neatly estab- 
hed in an enclosed area in the map’s lower-right 
irner. There’s only one entrance/exit, and for the 
rst part of the mission this confined area makes for 
ies defense. The goal is to build up an attack 
force sufficient to take out both major Zerg 
‘Bopulations, but it won’t be easy. 


PROTOSS MISSIONS 
{ 


PROTOSS NWSs10ON = 


First, group your available ground forces (Dragoon: 
and Zealots) into one squad that can react to ‘ee 


your base, so you must be ready from the s' 

Build Pylons to support an almost vertical row fof 
Photon Cannons, placed just past the tree line. 
Don't position these defenses any closer to your “ aaa 
opening position or it will be difficult to expand your, bn 
_base. A funnel of six to nine Photon Cannons can o 
turn back the early Zerg attacks and ultimately | pwill - 
leave you more time and resources to build up yo sur 
attack force. r. a 


Zealots al ac 
of Scouts, move — 
them toward the 

resource node in the 
upper-middle por- . 
tion of the map. As 
you expand the base, 
make sure to defend 
the eastern border, 
where a ramp pro- 
vides easy access for 
Zerg invaders. 


After setting up 

your second base, 

continue building 

* up your forces as 
you research what 

remains in the tech tree. Although it may be 

possible to take one very large force and wipe 

out the entire Zerg presence, it’s not easy (and not 


i mes.com: 
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>’ Having destroyed 
half the Zerg, you 
can sit back and 
rebuild your attack 
force, this time 
making it a little 
larger.When every- 
thing is in place, 
mount a combined 


recommended). It’s much easier to take the two. 
main Zerg bases out one at a time with substantial 
attack forces. 


Build up at least 12 Zealots (preferably 20), 8 Scouts, 
and 10 Dragoons; then move up the middle of the 
map to take out the base on the left. It is critical 
that you use the Scouts first to clear the area of 
Mutalisks and take out the Sunken Colonies. If you 
fail to clear the Sunken Colonies, your Zealots and air and ground 
Dragoons will be shredded. attack on the right- 
. hand Zerg base. Unlike the first enemy base, here 
After you destroy the left-hand Zerg base, build a you will encounter a mixed defense of Spore 
Nexus and harvest any remaining minerals and Colonies and Sunken Colonies, so don’t send in 
gases. In addition, you can move north safely to an Scouts on their own. 
area where there are even more mineral fields. 


THE HUNT FOR TASSADAR 


NiSS1ON #445 


at you were reluctant 
and that you still 
rade, Fenix. But 
as a Templar. He 
is no greater 


° ProTass Mission + 
@ Seconp Wave oF ZERG UNITS 
& IniTiat ZERG UNITS 


for the loss of your 
remember that he lived an 
reached the Khala’s end.T! 


Protoss Tactics 


map with a small but potent force of Protoss units. 
The goal is to find Tassadar, who's at a Protoss base 
in the northwest map corner. Follow the path on the 
mission map to find Tassadar, but, prepare to face 
heavy Zerg resistance along the way. 


‘ork your way toward Tassadar (and the 
High Templar’s powers to clear 
squad of Zealots, and use 
Bs SW by | en units as you move 
: e Zerg ju ‘i end the e HighTemplar to _ 
a lingering da yar r i 
ing, Executor. if 
n 1 they must si 


You begin this mission in the southeast corner of the 


the base, a dialogue ensues between the Judicator, 
sadar, and Raynor. At the end, you'll learn you 

st return both Raynor and Tassadar to the 

SN Beacon. That may 
sound easy, but you 
will soon notice that 

_ large numbers of 
Zerg have appeared, 
blocking your path to 
| the Beacon. 


\E 


| 
| 
| 
{ 
| 


There are a couple of 
ways to approach the 
task of getting 
Tassadar and Raynor 
back to the Beacon: 


{.Take your troops, 
| turn around, and 
hack your way back 
to the Beacon. 


2. Build up a new 
army and beat the 
Zerg back decisively 
as you make your 
way to the Beacon. 


The first option can 
be risky, because the 
| Zerg can be over- 

whelming in numbers 
and you could lose Raynor or Tassadar. The second 
| Gption, on the other hand, allows you to climb fur- 
er up the Protoss tech tree and learn to use the 
High Templar. With two High Templars, you can cre- 
| an Archon, a powerful unit that can attack both 
and ground units. The Archon also has a huge 
gpl protecting it, so a group of Zealots that has 
| Ee Sa, 3 pair of Archons 
san in tow is very 
scnj, formidable. 


| 
| 


THE ZERG MAKE EXCELLENT 
US OF THEIR QUEENS IN THIS 
MISSION, SPAWNING 
ODUNGS OUT OF ANY UNIT 
IN THEIR PATH. KEEP YOUR 
VALUABLE HIGH TEMPLARS AT 
THE INTERIOR OF YOUR SAS. 
lf THE ZERG QUEENS GET 
CLOSE, SUMMON AN 
<CHON QUICKLY TO TAKE THE: 
INTRUDERS OUT REFORE THEY 
TURN YOUR HIGH TEMPLARS 
AGAINST YOUs 


at is equi adept at taking out 
air and ground targets. A good mi: 
five ee five Scouts, and two High Templars. 
Protect the 
Templars along the 
| way, because you — 
need them to ta 


groups of Hyd: 
(nine at atime!) 
protecting the 
Beacon. = 
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MISSION #5: CHOOSING S1De€s5 


PrRoToss Mission & 


ALDARIS: The same Cerebrate which you told us to 
destroy. Your advice was useless, for the creature was 
reincarnated before our eyes! 


MWiSSION BRIEFING 


TASSADAR: Unfortunately, yes. Your attack on the 
Cerebrate failed because the energies that you wield 
are useless when used directly against the Overmind 


~ and its Cerebrates. 
ntrol you, Executor. © ag 


‘steered the actions of 
mplar to their own ae It’s time we acted of 
our own accord. . ° 


Only the Dark Templar’s power can truly harm the 
Zerg. That is why we must rescue Zeratul and return 
him to Aiur! 


RIS: phan. have you fallen so far? To 
re our brightest ia. our most 
fou are _ 


ALDARIS: You were warned, Executor. The Conclave 
will not be pleased. . 


you hav Protoss Tactics 


You must take Tassadar and Raynor to the Beacon 
that lies in the southeast corner of the map. The 
terrain around the six main islands is impassable 
mounting an air attack is top priority. 

re moving out, you must create a 

e cluster of Photon Cannons along the 
uthern edge of your island base. This is the only 
lefense that can protect you from Overlord 
Transports depositing hordes of Zerglings and other 
nasty critters. 


~Tassaban Such i ist e for our 
tion, Judicator! | en there, ) 
plar, these last few months. While 1 helj 


Next, create a 
second base at 

the resource node 
located on the same 
island, northeast of 
your starting loca- 
tion. You need the 
additional resources 
to build a sufficient 
force to push off 
the island, toward the 
center of the map. 


After securing the central island, construct a Nexus 
and build a strong base. Make sure to heavily fortify 
the island against Scourge and Overlord Transport ~ 
attacks. Continue producing ground units and 

Scouts as you gather the central island’s resources. 
Spore Colonies, Guardians, Hydralisks, and Zerglings 
defend the southeast island. Therefore it helps if you 
create a balanced strike force of Scouts, Zealots, and — 
_.. Dragoons. Use the \ \ 

| phantom Shuttle l= 
technique described = 
previously, and then, 

move in your Scouts 

to neutralize the 

Spore Colonies. 
When the air ro 


You need six to ten 
Scouts, and three or 
four Shuttles loaded 
with ground troops to 
attack and hold the 
central island—the 
next stop in your push to the installation in the 
southeast corner of the map. When your force is 
ready, use the Hallucination ability of your High 
Templar to create several phantom duplicates of 
your Shuttles, and send them toward the central 
island. While the enemy wastes its time shooting at 
ghosts, you can land your main force onto the island. 
Have your Scouts take out air units while your 
ground troops concentrate on the ground units and 

~ Spore Colonies. Be 
sure to follow up 
your initial attack 
with supplementary 
Shuttles packed to 
the hilt with 
Dragoons, Zealots, 
and a couple of 
Probes. 


Ai _ multiple squads. 
Zealots to begin the 
ground we 4 


| After the area is. ) 


position with P 
Cannons ai an 
Batteries ( er 


@ TerRANs (ALLIES) 
& ZerG (ENEMIES) 


«\ Trap on BURROWED ZERG : PRoToss Mission & | 
DTC Dark Templar’s Cell : 75 
primagames.cam 


© Beacon ’ > ae eS | 


i | SrapCearr 


NWNSSION BRIEGFING 


Executor, I sense that Zeratul and his brethren are 
close by. But, | have been unable to make contact 
with them. | fear they are in grave danger. We must 
scour this area immediately and find the Dark 
Templar, lest they be overcome by the Zerg. 


JIM RAYNOR: That won’t be easy, man. That’s 
Kerrigan down there leading those Zerg. She won’t 
\ let us go without a fight. 


TASSADAR: | know, my friend. With all due respect 
to you, and to the feelings you once had for her, you 
must know that I will not hesitate to destroy her 
should she pose a threat to us. Nothing shall prevent 
me from delivering the Dark Templar to Aiur. 


Protoss Tactics 


__ As you move your Protoss units into the installation, 
you'll come to a room where Terran Marines have 
peed goeicere, However, five Marines are still 

Ga SLI, alive, and they come 

Sy (ees is | under your control as 
ee ” | you move a Protoss 

| anit nearby. Within a 

few moments, a huge 

swarm of Zerglings 
will appear. Gather 

" your new recruits and 

send them back down 

the hall. The Zerglings 

) follow, but only 

' ‘momentarily. Kill the 

remaining stragglers 

) with grouped fire, and 

then rejoin Tassadar. 


oie 
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AUTION 


INFESTED TERRANS RUSH 
TASSADAR TO THE EXCLUSION 
OF ALL OTHER TARGETS- 
THEREFORE, ALWAYS LEAD 
WITH ANOTHER UNIT, PREFER- 
ABLY A ODISPOSABLE MARINE: 
THE LEAD MARINE MUST FIRE 
ON AN. INFESTED TERRANG OR 
IT WILL CHARGE STRAIGHT FOR 
TASSADAR: WINNING THE Mm15- 
SION DEPENDS ON 
TASSADAR'S SURVIVAL, 50 
ALWAYS BE AWARE OF THE 
INFESTED TERRAN 

VERING COmmiTme! 

ILLING TASSAD 


Foliow the path as 
outlined on the map. 
Along the way there — 
are plenty of wall- 
mounted guns, 
_ buried Zerglings and 
| Hydralisks, and 
Infested Terrans. The 
Infested Terrans pose 
the biggest threat in 
) this mission, and 
| they sometimes pop 
_ out of secret hiding 
areas in the floor 
here, so lead with an 
| expendable Marine 
Terran Civilian 
rather than risk 
losing Tassadar—and 
thus the mission. 


nia 40,) 


‘Darinoc 


TASSADAR POSSESSES A 
LIMITED RANGE WEAPON IN 
THIS MISSION: A PSIONIC 
SHOTGUN THAT DOES 51G- 
NIFICANT DAMAGE. 17 15 
ALWAYS BEST TO KEEP 
TASSADAR OUT OF OAN- 
GERy SUT HE CAN SAFELY 
ELIMINATE ENEMIES THAT 
ARE IN PITS OR UP ON 
CATWALKS« 
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| 
| 
| 
} 
{ 
| 
| 
| 


As with the other installation missions, you must 
reach a Beacon to unlock the door that allows you 
to proceed. As you make your way toward the cell 
block area you'll face many Zerglings and Infested 
Terrans, so be sure to liberate teams of Terran 
Civilians and Marines, Ghosts, and Firebats along the 
way. These extra units help to shield Tassadar and 
eventually escort him to the Beacon. 


IY. z yi ioirermm 


TI? 


THERE ARE MANY ENEMY 
UNITS IN THIS M1ISS1IONq 
AND 17 15 4 GOOD 1DeA TO 
LET TASSADAR AND H15 
MEN TAKE FREQUENT 
BREATHERS TO RECHARGE 
THEIR SHIELDS.» SIMPLY 
INCREASE THE GAME 
SPEED TO MAXIMUM ANDO 
WAIT FOR A MINUTE OR 
TWO» YOUR UNITS WILL 
RETURN TO FULL 
STRENGTH, AND THEY WILL FF 
BE ABLE TO ARSORE mMoRe- 
OAMAGE OVER THE COURSE 
OF THE MISSIONs 


NHNSSION #75 HOmeELAND 


UNIT 


M Minerats 


As you approach the Beacon, six guns pop up out of 
the floor, three on either side. Take them out with 
whatever remains in 
\ your arsenal (if 
you're low on units 
the Psionic Storm 
will do the trick). 
fs After you step on the © \ 
» | Beacon, the Dark 


asonaue < At 
se raid Lan 4 
- errs 


"aia ee 


aT: yyy ® Templar’s cell door 
be 4\\ preg ose opens. Take Tassadar 
\ Oe funn" into the cell to meet 


them. It’s not easy to 
™\ see the Templar ini- 
tially, but don’t 


ewcrry. They will 
appear when y¢ 
walk far enoug! 
the room, 
esl es 
am ai », “aad 
ae D7 
r : * 
Zé 
+24 
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Wission BRIEFING 


PRAETOR FENIX: Greetings Executor! And greet- 
ings to you, Tassadar. | am overjoyed to see you both 
return home in this dark hour. The Zerg have redou- 
bled their efforts, and it seems ... . 


TASSADAR: Fenix? It can’t be! The Executor told me 
Hi of how you fell before the Zerg. How is it that you 
live and breathe? 

PRAETOR FENIX: Ha hah ... Well, after my unfortu- 
nate defeat, my ruined body was recovered by our 
brethren. | now reside within the cold, robotic shell 
of a Dragoon. 


| TASSADAR: Old friend—would that this never came 
to pass... e . 
PRAETOR FENIX: Nonsense! There is no shame in 
defeat so long as the spirit is unconquered, and | am 
still able to serve Aiur to a degree. But enough of 

| this. There is much you both need to know. You have 

been branded as traitors by Aldaris and the 

i ~ Conclave. Even now they seek to arrest you and exe- 

cute the Dark Templar, Zeratul. 


TASSADAR: I never believed that they would go so 
far. In the face of total annihilation they still cling to 
their failing traditions! 


SADAI 2. A du. 


x 
s that if our world. live we must protect 
the Dark Templar from “own brethren. Although 
it pains me greatly, not even the Conclave shall stand 


you even now, Tassadar. 
by doing-so, I shall stand 


le Fenix. Executor, it 


Continue building 

| your attack force 
while you warp in 

| every available struc- 
ture and research 

| new technologies. 
Your attack force 
should be composed 
of at least 8 Scouts, 
10 Zealots, and 10 
Dragoons. You may also want to use some Archons 
as well, but they are ultimately very expensive. 
When this attack force is ready, move down the 
ramp at the front of your base and secure the open 
area beyond. This area has enemy units constantly 
flowing into it, so be vigilant in eliminating all resist- 
ance. The enemy will likely throw a couple of larger 
coum, attacks at 

you as punishment 
for expanding, 

so be ready for 

that, as well. 


| Gather your Scouts : 
into one large force 
o. smaller 
squads. If they are in 
smaller groups, the 
two can support each other, which gives you greater 
protection from Arbiters. Also, enemy Scouts and 
Arbiters will fall quickly to two large groups of 
‘Scouts pounding from two sides. Once you’ve 
secured the central area, move a Probe up to the 
mineral deposits in the map's upper-middle portion 
and build a Nexus. Start harvesting resources from 
this area as quickly as possible, because you need 
to keep up a steady 
flow of replacement 
units throughout 


Para | 
4 the mission. 


‘When your second 

| base is up and run- 

4 ning, move your 

troops down to the 

bridges in the map’s 

center. Zerg bases lie 

on either side, but 

) the one you want is 

| in the southeast 

| corner. Airlift three 
or four Reavers (with 

upgraded Scarabs) 

to round out your 

attack force; then 

move in for the kill. 

Have your Reavers 


wh 


‘get the Photon Cannons (their Scarabs will 
lestroy the Cannons in one shot) while your Scouts 
jenetrate deep into the base to take out ground 
units. Your Zealots and Dragoons can follow up and 
lestroy any structures that remain. Keep a backup 
rce at the seat when you attack the enemy 

— =cpe=eeeeee, Nexus, because the 
other Protoss bases 
will attack in 
response. 


As you push on 

| toward the Nexus, 
you'll probably come 
up against a pair of 
enemy Carriers. 


+: 
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PRAETOR FENIX: En Taro Adun, Executor am seems 
lost now. But still we must fight on. We must find 
Tassadar and secure his release from the Judicator 
before they can execute him for treason. Without 
him, I fear there is no way to defeat the Zerg and 
their Overmind. 


Zeratul and his Dark Templar have vanished, leaving 
us to fend for ourselves. | wonder if Tassadar was 
mistaken to have put his trust in them.We are 
receiving a transmission from Captain Raynor's 
command ship. 


_ Tassadar |. 


EGET, 

| Attack them one at a 

time with the full 

| force of your air 
group and Dragoons 
and they should give 
you no trouble. 
However, you must 
respond immediately! \ 
If left unchallenged, 
the Carriers can ruin 

| your day, Finally, 
destroy the enemy 
(yellow) Nexus to win 

‘ the scenario. 


— 


PROTOSS Mission B 


RAYNOR: This is Raynor, I'd like to help if | can. 
it on the line for me and my crew 
on Char. I'd like to repay the debt. Besides I’m a 
long way from home, surrounded by hostile 
aliens. I've got to do something. 


PRAETOR FENIX: Then you shall, bold human, 
you shall. a 
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Protoss Tactics 


Your base lies in the northwest corner of the map 
and is mercifully contained by a large wall that has 
only two entrances/exits. This, however, is not nearly 
enough to protect you from the constant attacks 
during this mission. Therefore, place Photon 
‘Cannons in bunches (at least six) at the 
entrance/exits of your base. This may sound exces- 
sive, but even with 


"7 ,, the Cannons, you 
ay vg need a fully loaded 
t on Carrier at each 
4 entrance as well. 


Another vital compo- 
nent of proper base 
defense is a network 
of Observers. Build 
them quickly, and 
" place them in a circle 
__ near the walls of your base. They provide advance 
warning of where the Protoss attack force will strike, 
r “ppp, and what types of 
i ai units will be involved. 
Five or six Observers 
should provide an 
effective sensor net- 
work, 
Obviously, this 
’ mission involves 
some hunkering 
down to defend the 


) lies roughly in the central-lower por- 

in of the , and 1a Somewhat isolated island 

is defended by the \r ibe. The best way to 

reach the Stasis Cell is to move two groups of —_ 

Carriers and Scouts in from air, with Raynor in 
his Battlecruiser as backup. 

(A 


lf YOU HAVE A FEAR OF 
FLYING, YOU CAN REACH THE 
S7Asis Cett @Y FOLLOWING THE 


WATER'S EDGE ALONG THE 


SASTERN BORDER OF THE MAF, 
BUT WE DON'T RECOMMEND ITs 
To TAKE THIS PATH YOU"D HAVE 
TO PASS BY ONE OF THE 
FURINAX TRIBE'S BASES, AND 
CONSIDERING YOUR LIMITED 
RESOURCES, IT WILL BE TOUGH 
TO FIGHT THROUGH TWO BASES 
WITHOUT ASSORSING HEAVY 
CASUALTIES. USING A SMALL 
GROUND FORCE AS A DECOY 15 
PROBABLY A SETTER PLAN 1F 
YOU'RE CHAMPING AT THE SIT 
FOR GROUND COMBAT. 


The enemy continually launches attacks at the two 
openings in your bases’ walls, but don’t waste too 
many resources on these defenses, or you won’t 
have enough in the bank to assemble an attack 
fleet. Keep building Photon Cannons to replace any 
that are destroyed, and build Zealots as backup. 


Once you have four fully loaded Carriers and six to 
‘eight Scouts, group them into two equal units and 
fly toward the Stasis Cell, taking care not to drift 
too close to the Ara Tribe bases along the way. 
When you get to the island that houses the Stasis 
Cell, be prepared for some hot-and-heavy action, 
including getting put into Stasis by an enemy 
Arbiter. If this happens, the affected units cannot be 
harmed, but they also cannot move or attack effec- 
tively, thus becoming temporarily useless. Keeping 
your attacking units physically distant from each 
other is your best defense against a Stasis attack, so 
we recommend using two smaller groups of ships in 
this scenario. 


ee ie Se en See ener Ee 


a ee 


eee 
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(AT FIRST GLANCE, THE 
ARBTER'S STASIS ABILITY 
MAY NOT SEEM TO SERVE 
MUCH OF A PURPOSE, 
HOWEVER THERE'S ONE VERY 
(GOOD REASON TO USE ITs 1F 
HALF OOF AN ATTACKING GROUP 
OF ENEMY UNITS 15 IN STASIS, 
THAN YOU HAVE EFFECTIVELY 
REMOVED THEM FROM THE 
BATTLE, MAKING IT EASIER 
‘TO TAKE OUT THE REMAINING 
UNITS. WHEN THE STASIS 
FIELD WEARS OFFy YOU'LL 
HAVE ALREADY KILLED OFF 
HALF THE ENEMY UNITS, 
GREATLY REDUCING THE 
ATTACK FORCES 
EFFECTIVENESS. 

= = 


When you hit the island, all of the Photon ‘Cannons, 


Scouts, Dragoons, Carriers, and Arbiters giving you 
their undivided attention may prove distracting. But, 
any attempt to clear out the enemy units will only 
result in failure, so move straight for the Stasis Cell 
and attack hard. If you’re having trouble punching 
through to the Cell, divert the enemy units with 
one group of Scouts while your Carriers make their 
move on the Cell. The Stasis Cell falls quickly under 
heavy fire, so being aggressive can bring you a 

_ relatively easy victory. 


> a 


N1SS10ON 


i, 


@ PHoTon CaNNons 
™ Piace Nexus HERE 


NiSSiION BRIEFING 


TASSADAR: En Taro Adun, Executor! My gratitude to 
you for having secured my release knows no bounds. 
By all the gods, we may win yet! The time has come 
to let loose the fury of the Dark Templar. Zeratul, 
perhaps the time has come to tell our friends of the 
foe we face. 


| ZERATUL: Indeed, When | slew the Cerebrate on 


Char, I touched briefly with the essence of the 
Overmind. In that instant, my mind was filled with its 
thoughts, and I tell you now our worst fears have 
come true. 


The Zerg were indeed created by the ancient 
Xel’Naga, the same beings that empowered us 


#55 SHADOw HUNTERS 


PROTOSS MISSION 3 


in our infancy. But the Overmind grew beyond 
their constraints, and has at last come to finish 
the experiments they began so long ago. 


TASSADAR: So, you see my friends, we fight 
not only to save Aiur, but all creation! If we fall to 
the Zerg then the Overmind will run rampant 
throughout the stars, consuming all sentience— 
all life. It is up to us to put an end to this 
madness, once and for all. 

‘ 


7g 
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PROTOSS MISSIONS 


PRAETOR FENIX: Our forces shall engage the 
primary Zerg Hive clusters in an attempt to 
weaken their defenses. Once their numbers 

have thinned out, Zeratul and his companions 
can infiltrate the clusters and assassinate the 
Cerebrates. Adun willing, the Cerebrates’ deaths 
will distract the Overmind long enough for us to 
assault it directly. 


TAHE TIME IN THIS MISSION 
TO GET A FEEL FOR USING 
CARRIERS AND ARBSITERS 
TOGETHER: ANYTHING WITHIN 
A CERTAIN RADIUS OF AN 
ARBITER 15 CLORKED, WHICH 
TAKES SNEAK ATTACKS TO A 
WHOLE NEW LEVEL OF TER- 
ROR» TO THE ENEMY IT LOOKS 
AS 1F ONLY ONE SHIP 15 | 
APPROACHING (THE ARBITER), 
BUT IN FACT THE ARRITER 
MAY CLOAK AS MANY AS 
SIGHT CARRIERS. RECRUSE 
THE ARBITER 15 FASTER 
THAN THE CARRIERS, 17'S A 


Protoss Tactics 


You begin with a small contingent of unitaithat 
includes Fenix and Zeratul. You also have some 
Probes that you need to put to use building several 
Nexuses in the mineral fields near your starting 
point. Build up a grid of Photon Cannons in the 


PYOU CAN LIMIT, OR SVEN ELIMI~ 
NATE ENEMY ATTACKS GN YOUR 
BASE LATER IN THE MISSION BY 
TARGETING OVERLORDS WITH 
YOUR SCOUTS AND CARRIERS: 


central area of the map to take care of the Zerg THIS SEVERELY LIMITS THE GOOD 1D&A TO HAVE THE 
that flow frequently down from the north. = NUMBER OF UNITS THE ZERG CAN ARBITER FOLLOW THE 

a 3 BUILD, WHILE AT THE SAME TIME CARRIERS, THERERY PRO- 
However, before you start building your defenses, FORCES THEM TO USE PRECIOUS VIDING CLOAKING COVER AT 


send Zeratul forward to destroy the numerous l= RESOURCES TO REPLACE THE 
Sunken Colonies directly north of your position ni FALLEN OVERLOROS. 
(highlighted on the mission map, “Central Area: 
Clear This First”). If 
~) you are quick, you 
og] can also ‘Once this area is secured (and it'll take a while), 


ALL TIMESs 


_ have Zeratul destroy park your Carriers at the mouth of the three path- 
| a Hatchery in the ways and use them to take out any Zerg units that : 
vicinity before the come south. 


Zerg become 


annoyed and send an You can now prepare for the final push. Build 
Overlord to identify Templars by the handful so that you can create a 


the intruder. large group of Archons ta complement your air 

a force. Once you have seven or eight Archons in 
Build up a group of at = eee place, move them up 
least six Carriers and ) 


the central pathway 
| along with eight or 
so Zealots, and 
Zeratul.When you 
come to the first 
Cerebrate, clear out 
all the enemy units 


Bo 
: E : ie that threaten 
en aes: ROR Zeratul. Then use 


j and } Zeratul to kill the 
t riers thai “ie ‘Cerebrate. If you need any extra support at this 
time, move your Carrier force up to clear out or 


= SETS distract any enemy 
| units in your way. 


| four Scouts, then add 
"> your Arbiter (which — 
= you start out with) 
é and an Observer 
‘which lets you see 
ried Zerg). After 
you build up the 
* structures you need 


j MISSION BRIEFING 
. 


PRAETOR FENIX: Executor, our plan worked 
perfectly. The Zerg defenses are broken, and the way 
to the Overmind is laid bare! The time for our stand 
has come. 


a) 


 h wedo 


M Minerats PROTOSS M1SS10N 1G 
V VESPENE 
© Overminp 


TASSADAR: Indeed my friends, this is our final hour. 
Not all of us may survive the coming conflict. Yet, 

death may be a blessing should we fail here. We seek 
now to destroy a foe that has ravaged its way across 
the universe consuming all in its path. 


*! along the top of the 
map to the last 
Cerebrate and 


| repeat the death 
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PRIMA'S OFFICIAL STRATEGY GUIDE : 


And now it has reached the end of its long journey. 
The Overmind has come to destroy all that we hold 
dear and assimilate us into itself. And I say to thee, 
this shall not come to pass! Aiur shall not fall! 
Executor, | stand ready! 


ZERATUL: As do I! 


i RAYNOR: Well, I guess all | have left is to see this 

Lp through. The Zerg have taken everything from me: 
my home, my family, my friends. | know that nothing 
I do can bring those things back, but ll be horse- 
licked if I just sit on my hands and wait for the end. 1 
want a piece of ‘em all right. I’m in. 


TASSADAR: Then let our actions speak for us! For 
Adun! For Aiur! 


Protoss Tactics ~ 


. 
This mission begins with two bases under your 
control: Protoss (in the southeast corner) and Terran 
(in the northwest corner). Both bases come under 
attack, but the Zerg pay far more attention to the 

_ Terrans, while all but ignoring the Protoss base. 

Hence, minimal defenses will protect the Protoss, 

but you must prepare the Terrans for a massive and 

unpredictable Zerg onslaught. 

First, assign each base to a hotkey. This way you can 

jump quickly from base to base without having to 

ig two bases is very 


int in this mission, 
four or five befo: 


74 ck Terran base with Zerglings, 
ralisks, and Mutalisks (usually in separate large 
ps),/so build up rib aru may have to 
‘t this level more tl once if you underesti- 
mate the Zerg. 4 

> P 


a. 
mentigfied previously, tt of the assaults are 
at the Terran base. A good fortified defense 


e 
S 
re i ailine of yppikers filled with 


5 A upsi 


Turrets 
Marine-f 
behind y 


afford you an extra measure of protection while you 
set up a grid of Photon Cannons and build Zealots 
and Dragoons for defense. 


After moving out to harvest the extra resource 
pools scattered across the map, concentrate on 
upgrading all your units’ abilities and technologies. 
As this is going on, build up a massive, balanced 
attack force composed of at least eight groups of 12 
units each: Zealots (two groups); and single squads 
of Dragoons, Scouts, Carriers, Firebats, Marines, 
Wraiths, Siege Tanks, and Battlecruisers. The Siege 
Tanks are especially effective at eradicating the 
Zerg Base from the ridgelines. Battlecruiser support 
will keep the skies 
clear while the tanks 
blow the Zerg off 
the map. 


When all your 
groups are ready to 
fight (this will take a 
long time), you can 
defeat the 
Overmind using a 
simultaneous 
Terran/Protoss double-pronged attack. Using your 
‘Comsat Station, expose the Overmind. Then quickly 
move through your groups, telling each to attack 
the Overmind. All 100-plus units will make a run for 
the Overmind and attack in a flurry of Interceptors, 
= : ~—— ea, acid sprays, and 

3 bloodshed. If you’ve 

constructed your 

_ groups properly, the 
Overmind will die 
before the last of 
your units bites it. 


gifs a CoE 


CAUTION 


KEEP A CLOSE EYE ON YOUR 
SPECIAL UNITS (TASSADAR, 
ZERATUL, AND RAYNOR) 
SECAUSE IF YOU LOSE ONE, 
THE MISSION €NDOS. 17'S ALL 
TOO €ASY TO GROUP 
TASSADAR OR RAYNOR WITH 
UNCHES OF UNITS SEING 
SENT TO THEIR DEATHS NEAR 
THE OVERMIND, AND 1F THEY 
DIe, YOU LOSE» 
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* Nypus CANAL 
~~ Q REINFORCEMENTS 


DS510N BRIEFING 


i ALDARIS: Greetings, Executor. Though we all grieve 
for the loss of mighty Tassadar, we must find the 

| resolve to carry on. He sacrificed himself to destroy 

| the Overmind, but many Zerg still rage across our 
ruined homeworld. Without the Conclave to lead us, 

i or the protection of our great fleets, it seems we 

| must fend for ourselves. 

1 

| 


ZERATUL: Aldaris is correct, Executor. As we have 

both seen, the Zerg will not halt their rampage until 

every last one of us is dead. | suggest that we retreat 

to our last functional Warp Gate and travel to where 
_ the Zerg cannot follow us. 


ALDARIS: With all due respect, Zeratul, the Protoss 
do not run from their enemies. Aiur is our home- 
world. It is here that we shall make our stand! 


ZERATUL: Just as your Conclave did? They are dead 
now, Aldaris, dead because they allowed their pride 
to blind their reason. Only if we learn from their 
mistakes can we live to avenge them. Now, Executor, 
I know of a place where we can find solace. It is 
Shakuras, the secret homeworld of my people, the 
Dark Templar. _ 


% 


PRatess Mission 1 


ALDARIS: Your people? We would be seen as tyrants 
to them! Why would they shelter us? 


ZERATUL: Have | not pledged myself to your cause? 
Not all beings are as unforgiving as your lamented 
Conclave, Aldaris. 


ALDARIS: You are right, of course. Executor, Zeratul 
shall find us passage to the Warp Gate. After the 
gate has been secured, Fenix and the new Praetor 
Artanis shall lead our surviving brethren to 
Shakuras. —— 


PRAETOR ARTANIS: Executor, | am Artanis. Though 
I have only recently been appointed Praetor, you can | 
trust that | will uphold the honor and traditions of 
the Templar. 


ALDARIS: We shall see. 


‘COMMANDER RAYNOR: Hey boys, mind if we tag 
along? I figure headin’ anywhere’s gotta be better 
than staying with the Zerg. 


8 
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PRIMA’S OFFICIAL STRATEGY GUIDE 


ZERATUL: Commander Raynor. As ever, your 
assistance is appreciated. We would be honored if 
you joined us. 


Protoss Tactics 


Your troops begin this mission in the northwest 
corner of the map and include Zeratul (a Dark 
Templar), a group of Zealots, and a pair of Dragoons. 
For now, don’t worry about grouping your units, 
because your first foray into enemy territory will 
require more muscle 
) than finesse. This 

| map is full of Nydus 
ee _ Canals. Unless 
destroyed, they will 
pump a limitless 


(i 


es x | stream of Zerg units 
ae =980= right to your team’s 
Bis doorstep. 


Warrnct 


UL 15 INVISIBLE TO 
NEMY UNITS, BUT NOT 


Although Zeratul is invisible to all but detector units 
(Spore Colonies and Overminds), you really can’t 
take advantage of this ability because vast numbers 
of Overmind detector units prowl this map. Instead 
of using stealth, send your units into a battle on the 
other side of the bridge. Have your forces stand 
ready for general attacks while you use Zeratul’s_ 
very powerful attack to destroy each Canal with a 
few quick swipes of his blade. In fact, Zeratul can 
take out all three Nydus Canals while your other 
units mop up the few Zerg that emerge. 


Tackle the next leg of your long journey through this 
map quickly and aggressively. Move rapidly through 
the narrow canyon and proceed to Checkpoint A 

(as noted on the mission map). 
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When you reach this area, two Zealots encourage 
you to follow them into battle. Do it. You'll come to 
a group of Zealots furiously fighting a large Zergling 
swarm in front of five (count ‘em) Nydus Canals and 
a Sunken Colony. More reinforcements will pour in, 
tollosted bya pair of Ultralisks. The troops fighting 
=== the Zerglings can 
manage them on 
their own, so take 
| care of the 
Ultralisks, and then 
set your troops to 
destroying the Nydus 
‘Canals. 


In the meantime, 
have Zeratul take 
out the Sunken Colony so your other troops can 
concentrate on the Canals and Zerglings. When the 
dust settles, you should have more troops than you 
started with. 


The next area can be tricky, because it is guarded 
by Sunken Colonies. Again, be aggressive, especially 
ly acquired units. Charge up to 
Checkpoint B, destroying Zerg defenses as you 

go. You'll lose a few units, but your overwhelming 
numbers will take you to victory with minimal 
bloodshed. Continue moving up'the map to 
Checkpoint C, where, again, you'll collect new 

nits after disposing of another Ultralisk. 


four goal now is to move up to Checkpoint D, 
here you meet a group of reinforcements that 
include Templar, Zealots, and even an Archon. As a 
bonus, you find Shield Batteries to charge up your 
unit’s damaged shields. The next checkpoint area 
has a Nydus Canal and many, many burrowed 
Hydralisks. The key to getting past this area is to 
use your Templar to cast Psionic Storms around the 
Nydus Canal, and then rush the area with all your 
a — troops. That is, spray 
the area around the 
INydus Canal with 
| three or four hits of 
Psionic Storm, and 
then take out the 
\Nydus Canal before 
‘more Hydralisks 
show up. 
= Proceed to the area 
above Checkpoint F, but don’t rush into the canyon 
just yet. Two Sunken Colonies stand guard, along 
with burrowed Zerglings and Hydralisks. Again, use 
your Templars’ Psionic Storm ability to clear out as 
many burrowed Zerg as you can before rushing 


a 
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; 
bn to take out t he Sunken Colonies. If you don’t want 
| he Sunken Colonies around Checkpoint 


| F, simply real 


—eniininiiiaa deena... 


a as fast as possible. 
However, an Ultralisk 
awaits you just down, 
the canyon at 
Checkpoint G, so 

you may wantto 
take it a little slower 
and destroy every 
enemy unit you 
encounter as you 
work down toward 
the Warp Gate. 


When you face off against the Checkpoint G 
Ultralisk, you can storm it with everything you’ve 
got or soften it up with a couple of Psionic Storms 
before rushing in. Either way, you must destroy these 
Ultralisks before you can proceed. The Warp Gate is 
very close, and the path is mostly clear. You still have 
some burrowed Zerglings to deal with, but at this 


~ point simply run Zeratul up to the beacon to 


claim victory. 


;NHNSSION #25 DOUNES OF SHAHKURAS 


NNSSION #RIEFING 


PRAETOR ARTANIS: En Taro Tassadar, Executor. The 
survivors from Aiur have made it safely through the 
gate. Yet, amidst the chaos of our retreat we lost 
contact with Fenix and Raynor. | fear that they may 
have been overrun by the Zerg. 


ZERATUL: Fear not, Artanis. Fenix is as stalwart a 
warrior as | have ever known, and the Terran Raynor 
has proven himself to be highly resourceful in the 
past. | for one believe that they made it here safely. 
But while we wait for word from them, we must. 
reconnoiter the surrounding area and find a suitable 
location for a more permanent settlement. Once 
we're situated we can begin to search for the 

Dark Templar. 


Protoss Tactics 


You begin this mission with Zealots and Probes in 
the upper-central map area. Move your units to the 
mineral field in the map’s northwest corner, but 
expect to meet Zerglings along the way. Once you’ve 
made it to the mineral field, build a Nexus and begin 
harvesting minerals. 


Your first defensive priorities involve putting up a 
few Photon Cannons around the mineral field. The 


\ 


PROTOSS MISSION 


M MINERALS 
V VESPENE 


Zerg will launch a 
Hydralisk attack as 
soon as you begin to 
get established, but 
a few Dark Templar 
will show up to lend 
a hand. Your goal 
now is simply to 
hunker down and 
protect your assets 
while you build up 
your resources. — 


SS) 


primagames.com 


PRIMA'S OFFICIAL STRATEGY GUIDE 


\ In this mission, the 
Zerg menace attacks 
your forces in wave 
after wave. Your ori 
nal base will take mul- 
tiple attacks from 
both air and ground, 
so be ready, even if 
you've expanded to 

‘ap other areas. 


rs », After establishing 
your base, place a 
series of Photon 
‘Cannons near the 
= ramps to the south. 
~~ This will stem the 
es tide of Zerg attacks 
and allow you to build 
up structures and 
technologies. Then 
you must take at least 
or resource fields before 
se. | suggest the area in 
r, because it makes a good 
al attack on the main 


© | sane so om 


Hntacn, 


@ ZeRG CEREBRATES 
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After taking your second mineral field, build a 
Nexus, and some Photon Cannons to protect it. 
Then, assemble an attack force to mount the 
assault on the main Zerg base, consisting of 12 
Zealots, 12 Dragoons, and at least 2 Reavers (3 or 4 
would be better). Then, systematically move this 
force toward the main Zerg base. Lead with your 
Reavers—they can take out Sunken Colonies with 

~ » just three Scarab 
hits. Keep your 
Dragoons close by to 
fend off Mutalisk 
attacks; likewise, keep 
your Zealots nearby 
in case you run into a 
Zergling swarm. 


=e Continue moving 

_\ toward the Zerg 

3 base this way, leading 
with your Reavers 
(don’t forget to keep 
them supplied with 
fresh Scarabs).You’ll 
handily destroy one 
Zerg structure after 
her until their 
base is deci- 

|. Once the 
structures are gone, 
you win the missi 
You needn't des 
every Zerg unit, just 
the structures. 


— 


BROOD WAR: PROTOSS 


I hi informed me of the fall of 
ply grieved. Iam one of the few 
ark Templar ol id enough to remember our ances- 
ral home with clarity. Yet, no matter how tragic the 


circumstances, i it i is clear that fortune has reunited 
ur people. 


fe Dark Templar will never forget our banishment 
from Aiur, nor the Conclave’s sins against us. But you 
‘and your companions are no longer of the Conclave. 
(The example set by your fallen hero, Tassadar, has 
ie you that when the light and dark sides of our 
‘ are united, our power is undeniable. 


B nderod FENIX: But Matriarch, the Zerg who 
i have followed us here are unlike any enemies the 
i Protoss have ever known! 


, MATRIARCH: You speak the truth, Judicator, and 
yet, there lies a dormant power here that can help 
us to scour the Zerg from Shakuras forever. Long 
ago, we Dark Templar | nomadic people. But, 
when we found a remarkable monument upon this 

world, we decided to remain here to study it. We 
discovered that the enormous structure is actually 
an ancient Xel’Naga Temple, dedicated to the race 
that sired us all. The Temple is situated above a 
nexus of powerful cosmic energies. If we were to 
access those energies ... 


PRAETOR FENIX: Then we should strike now 
i before the Zerg still muster their forces! 


» MATRIARCH: Alas we cannot. In order to properly 
channel the energies of the Temple, we will need the 
i twin crystals, Uraj and Khalis, that legends say were 
i separated many ages ago. The Uraj is laced with 
pure Templar energies, while the Khalis is comprised 
‘ of Dark Templar energy. Only by using these two 
crystals in unison can we hope to channel the potent 
' energies of the Temple. 


PRAETOR ARTANIS: Then, it is clear that we must 
retrieve these crystals, wherever they may be. 


MATRIARCH: Agreed. But first, we must deal with 
the Zerg and their two Cerebrates who have already 
taken up station around the Temple itself. To arms, 
my children! Scour the Temple grounds of this foul 
infestation! 


ge 


Protoss Tactics _ 


You begin with a sizable base in the central- 

eastern area of the map, with plenty of Zerg 
activity nearby in the southwest corner. There are 
two main resource areas to exploit in this mission, 
and you will probably need both of them. However, 
first build at least four Photon Cannons at the south 
end of your base while you build up your structures 
and Sechnolpey 


i 


iG “ed 


Just after the mission begins, you'll receive 
assistance from four Shuttles and four Corsairs 
moving to take Resource Area |, as designated on 
the mission map. Concentrate the firepower of the 
four Dragoons dropped into Area | to take out the 
Sunken Colony and any Zerg units that happen by. 
After toasting the Zerg structures, move your Dark 
BoDplar. and one Probe to the area, and have your 
5 Probe construct a 

) Nexus. Be sure to 

build a pair of Pylons 
and several Photon 

Cannons south of the 
minerals to help 
fend off occasional 
Zerg attacks. 


T1P 


HIS MISSION AFFOROS 
OU PLENTY OF MINERALS, 
0 BUILD PLENTY OF 
(PHOTON CANNONS TO 
UARD YOUR TWO BASES. 
HE MONEY YOU SPEND ON 
THESE CANNONS WILL PAY 
FF LATER, WHEN YOU 
ant HAVE TO WASTE 
ROOFS TO DEFEND 
AGAINST RANDOM ZERG 


s7 
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Spend the time to climb the tech tree completely 
and upgrade all your units to the max. Then address 
your attack force. Build at least six Scouts, four 
Corsairs, five Shuttles, and numerous ground 
forces—including Reavers, Zealots, Dragoons, and, 
most importantly, Dark Templar. Only Darke Templar 
can destroy Cerebrates, so don’t skimp on these 
units. A coordinated air and ground attack, along 
with the Corsair’s Disruption Web technology, will 
make killing the Cerebrates a lot easier. 


The Cerebrates are heavily guarded by Spore 
Colonies and Sunken Colonies. Use Disruption Webs 
and Scouts to ke out these stubborn Zerg defens- 
es. After you r out Spore Colonies on the Zerg 

e for your Shuttles to land while your 
move in to wreak havoc. The 
quick pathway to the Cerebrate, 


MATRIARCH: Ni 
best explain yours‘ What is this news you've 
to give? 


INFESTED KERRIGAN: There is a new Overmind 
growing on Char. 


ZERATUL: What? Impossible! Why should we 
believe anything you have to say? = 
INFESTED KERRIGAN: Because Zeratul, I’m no 
longer the mindless murderess whom you fought . 
on Char. The Overmind is dead. Whatever warped 
control it once had over me is gone. | know that this 


TOM, 


Lantise Ff) 


oft na 
estes 


This mission is 
all about taking 
auxiliary resource 
areas while 
continually climbing 
the tech tree. After 

you have the requi- 

site units (Reavers, 

Corsairs, Dark 
Templar), move in 
and take on the 
large Zerg bases 
guarding the 
Cerebrates. After 

you vanquish both 
Cerebrates (with 

Dark Templar), 
victory is yours. 


| = KERRIGAN: ; Apparently, many of the 


F 
j 
i 
} 
i 
| 
| 
| 
| 
| 


renegade Cerebrates commanded by Daggoth 

have merged a a new Overmind. Fortunately, the 
creature is still in its infant stages. It can’t control 
the Swarm y t but Daggoth and the others still 
have control over most of the Broods. The two 
Cerebrates you killed here were part of 


' Daggoth’s forces. - - 


Look, | don’t need to tell you all what might happen 
if that thing reaches maturity. | can guarantee you 
that should it awaken, it’ll take full control of me just 
like it did before. | don’t want that to happen, and 
I’m pretty sure you don’t want it to happen either. 


ZERATUL: Even if what you say is true, our priority 
is to save this world, not assault the new Overmind! 
We must find the crystals Uraj and Khalis before we 
are all vanquished. 


INFESTED KERRIGAN: Then Ill help you with your 
search. If you can defeat the renegade Zerg gathered 
here, it'll weaken the efforts of Daggoth and his ilk. 


MATRIARCH: My children, you must put aside 

your fears and misgivings to accomplish what must 
be done. For the time being, Kerrigan will assist you 
in your endeavors. Though she has been your enemy, 
it is enough that we share the same agenda now. 
Allow her time enough to prove herself to you, and 
you may find her to be a valued ally. For now, you 
must focus on the task at hand. Search for the Uraj 
on the planet Braxis, and let nothing stop you from 
recovering it. 


PRAETOR ARTANIS: We will do what you ask, 
Matriarch. But you cannot expect us to forgive 
Kerrigan’s crimes against our race. Executor, prepare 
our forces. We shall debark for the planet Braxis 
before the next moonrise. =“ 


Protoss Tactics 


As this mission begins, three Shuttles drop three 
Reavers and three Dragoons smack-dab in the mid- 
dle of a Terran base. Once the initial defenses are 
~~, disabled, another 
Shuttle arrives with 
Kerrigan and four 
Probes. From these 
humble beginnings 


map’s southeast corner. Once you get control of ; 
your units, finish clearing Terran structures from 
around the mineral field. 


AAs you establish your base, take your Reavers and 
relieve the Terrans of four of their Bunkers. They lie 


_ just down the ramp, where they effectively defend 


Area |.Three Reavers will do it, but make sure they 


Sets = = 


a 


: 
r 


BEWARE OF THE BUNKER 
AT THE SOUTH END OF THE 

LANDING AREAS IT CAN TARE 
YOU 8Y SURPRISE. 


age 


are well stocked with Scarabs. 

* 
After destroying the Bunkers, have Kerrigan cloak 
and take out the Siege Tank protecting Area |.While 
Kerrigan is cloaked, destroy as much of the enemy 
base as you can, with a special emphasis on Bunkers 
and unit-producing strictures. 


As soon as Kerrigan begins her attack, the Terrans 
will use a Cones Station to scan the area, so after 
= "pees, the Tank is destroyed 
s Z get her 

out of there. With 

"| the Siege Tank gone, 
the door is open for 
your Reavers and 
Dragoons to move in 
and crush the Terran 
base. Don’t overex- 
tend yourself; move 
slowly and deliberate- 
ly until you’ve cleared 

», an area for building 

a new Nexus. 


is a lot to take in all at once, but you've got to 
believe me! There’s more at stake here than .... 


© Beacon Crrstat 


you must build the 


bi" forces necessary to 
PRAETOR ARTANIS: She lies! She is infested tothe  ¥ VESPENE get Kerrigan to the 
core! I for one will not listen to any of this .... Uraj Crystal in the 2% 


B BUNKERS 


MATRIARCH: Silence Judicator. Continue, Kerrigan. 
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When the Terrans are gone, build some Pylons and 
Photon Cannons along the south edge of Area I. 
After the access point is secure, start building a bal- 
anced force of air and ground units for your attack 
on the remaining Terran forces. 


The best route is down the left side of the map, 
where you can sweep 

, down and under the 
bulk of enemy forces 


You'll still have to 
deal with a few 
Bunkers and a Siege 
Tank or two. To make 
this approach work, 
move aggressively to 
take out Area 2. 


Mission BRIEFING 


PRAETOR ARTANIS: Executor! Our sensors 
just identified a large group of Terran vessels. 
However, their configuration profile is unlike any 
Terran group yet encountered. We are receiving 
a transmission from the fleet’s command ship, 


identifying itself as the Aleksander. 


ADMIRAL STUKOV: Protoss Commander, I 

am Admiral Alexei Stukov of the United Earth 
Directorate. We are here to take control of the 
Terran Dominion and all of its outlying colonies, 
You are in direct violation of Terran space and — 
have openly attacked Terran troops. Lower your 
shields and power down your weapons systems. 
The UED will be taking custody of your ships 
and whatever spoils you have garnered from 
this planet. 


ZERATUL: United Earth Directorate? Raynor 
spoke of the distant Terran homeworld called 
Earth. These humans have come a long way to 


make war on us. 
« 
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with minimal fighting. 


After eliminating 
Area 2 and the 
Missile Turrets north 
of it, you need only 
get past the bottle- 
neck at the bottom 
of the map to reach 
the crystal. Send 
Kerrigan to the 

*\ crystal and claim 

‘your victory! 


B Bunker 
_S Siece Tank 
@ SPIDER MINE 


PRAETOR ARTANIS: Have faith, Zeratul! You almost 
sound as if you fear these humans. What are they to 
such as we? Was it not we who defeated the dreaded 


Overmind? = 
§ 


ZERATUL: Yes, Artanis, We did vanquish the 
Overmind. But we did so with the help of humans. 
Do not be so quick to ies them. 


PROTaSS Mission > 


BROOD WAR: PROTOSS MISSIONS 


f 


PRAETOR ARTANIS: Of course. Executor, ! shall test 


ye humans by scouting ahead of 


ime. After destroyir ing each generator, you'll get a 
group of reinforcements ranging from Dark Templar 
to Scouts. 


There are several ways to approach this mission and 
several routes you can navigate successfully to take 

_ out all the generators. What follows is just one work- 
able option. 


To reach Power Generator |, land your troops (via 
Shuttle) west of the generator. From there, take out 
the nearby Missile Turrets using Zealots and 
Dragoons. Next, you have two Bunkers to deal with. 
Your best bet is to rush past them and destroy 
Power Generator | (don’t worry, you will absorb 
only slight damage as S Yeu scurry by). This deacti- 
~~, vates the Missile 

ee * 5 | Turrets, allowing you 
to load up your men 
in the Shuttles and 
whisk them to safety. 


ctey = 


Next stop is Power 
Generator 2. Use 
your newly acquired 
Dark Templar rein- 
forcements (with 
Zealots for backup) to take out the Bunkers north- 
west of Power Generator |.The units in the Bunkers 
won’t see the Dark Templar, so your forces will make 
short work of them. However, a Science Vessel will ~ 
join the Bunkers shortly after you begin the assault, 
so don’t hang around too long. 


Use your Scouts to take out the Siege Tank north- 
east of the Bunkers you just destroyed. Next, divide 
your Zealots and Dark Templar into two different 
groups, and add a third squad of Dragoons. Have 
each of the 
~ \ Zealot/Dark Templar 
groups attack an 
£ ‘ individual Bunker, 
i while bringing the 
_.., Dragoons up to take 
ab “on the Wraiths. 
‘When the enemy is 
eliminated, destroy 
Power Generator 2. 


Now backtrack to See southeast corner and 
work your y toward Generator 3. Use your 
DragOGEnes destroy the four Missile Turrets in front 
of the Bunkers, and then send in the Dark Templar 
to shred the first two Bunkers. The final Bunker will 
take a little time. 
Move Scouts and/or 
Dragoons back and 
forth, dishing out just 
enough punishment 
to keep the struc- 
ture’s health bar 
moving toward the 
red zone. If neces- 
sary, rotate out units 
\ with depleted 
shields. With a 
patient but persistent 
attack, the Terran 
Bunker's health bar 
will eventually turn 
red, and it will con- 
tinue deteriorating 
until it is destroyed. 


After you knock out Power Generator 3, Reaver 
and Templar reinforcements arrive. Both make 
capturing the next generator easier. However, you 
must also deal with 
hidden Spider Mines. 
Bring along an 
‘Observer to reveal 
the mines, and then 
use Dragoons to take 
them out from 

long range. 


Drop shuttle your 
Reavers, along with 
every ground troop that you can muster, to take out 
the Bunkers north of Generator 3. The Reavers can 
make short work of the Siege Tanks guarding the 
ramp leading up to Generator 4.With most of the 
enemy units eliminated, move in your ground troops 
to mop up any stragglers and destroy the generator. 
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»\ After you destroyed 
aa ae Power Generator 4 
you received 
Corsairs, Scouts, and 
an Arbiter. Use your 
Arbiter to Stasis all 
the Battleships you 
can find, and then 
move in with all 
remaining ground and 
air units to pulverize 
Power Generator 5. 


», It may seem 
desperate to throw 
all your remaining 
forces into the fray, 
but once the last 
Power Generator is 
destroyed, you've 
won, whether you 
have half your units 
left or only Artanis. 


_ to fight our 


rike hard and fast, we might be able 
rough their defenses and escape 


but if we can si 


“AMIS: Comrades, | may have an 

how the Overmind is still in its 
r if we might be able to disrupt 
Broods. If we can do enou 

wage to the creature, it might pacify 
the Zerg nearest to it, allowing us some time to 
retrieve the Khalis. 


ZERATUL: A bold plan, young Artanis. Your courage 
rivals that of mighty Tassadar himself! 


PRAETOR ARTANIS: You give me too much credit, 
noble Zeratul. ! am not worthy enough to even 
speak ‘His’ name. 


INFESTED KERRIGAN: Touching. Look, boys, either 
of these plans will work, but let’s not waste any time. 
Pll be able to exert limited control over a few of the 
Zerg here and provide you with some back-up. But 


_ the longer we stay, the more we risk losing both the. 


BROOD WAR: PROTOSS MISSIONS 


Quickly build a base near the resource node to the 
south of the main Zerg base. Fortify it as soon as 
you can with Sunken Colonies and Spore Colonies. 
You could build a Protoss camp, but Zerg units 

are cheaper. 


Now, it’s time to 
make your move on 
the Overmind in the 
southwest corner of 
the map. Capture 
the resources in 
Area A (see mission 
map) and then build 
up a force of 
Reavers, Zealots, 
Scouts, Dragoons, Zerglings, and Hydralisks. Be 
sure to take along an Observer when you're 

ready to attack the Zerg camp in the map’s. 
northwest corner. 


TIP?’ 


PAUSE SRIEFLY EN ROUTE 


crystals again. 


NNSsion #6! RetuRN TO CHAR 
: ie = ee 


TO AREA Ay AND USE 
your TWO DARK TEMPLAR 


NnsSSION BRIEFING 


ee of . 
2 Be = ee ie PRAETOR ARTANIS: Baie eduexccutor, deploy your TEE LinlINe TE Toe i P 
Seas 2 © Protoss forces. May Adun be with you. LuRKERS JUST TO THE f 
i Base =" 3ase WEST OF THE PROTOSS eas 
. = . BASE. 1F YOU MOVE 1--& 
Protoss Tactics — QUICKLY YOU CAN KILL 
n35 at THEM ROTH BEFORE A 
This mission may overwhelm at first glance, Fires (SWISS) SS SSS 
because the entire map is infested with Zerg Spore ; ITO INVESTIGATE: E 
4 Colonies and Scourge units. Thus, a direct air attack 4 by 
£ isn’t a good idea. Instead, use large numbers of basic ‘ 
= warriors to clear a path to your objective and wreak ‘o= 
q 


havoc. Because the Zerg Overmind is less heavily 
defended than the Khalis Crystal, make it your 


primary target. >) When the area is 


clear, establish your 
own Zerg base. 
Because they are 
cheaper, and you 
can build up a camp 
and its defenses in 
short order. Start 
marshaling warriors 
immediately south 


PRAETOR ARTANIS: Executor, the Uraj is 
secured and the UED has given up the chase. 
We are currently holding perimeter orbit over 
the planet Char. Zeratul, have you locked onto 
the location of the Khalis? 


— 


You begin with a Zerg camp in the map’s northeast 
corner and a Protoss camp just to the west of it. The 
Protoss camp is vulnerable to attack from the south- 
east, so position multiple Photon Cannons along the 
entry path. Don’t venture your units too far south of 
< ‘ ~ "==, your camps, lest 
they awaken waiting” 
Zerg forces. : 


| 
| 
| 


ZERATUL: Yes. | remember sensing its power 
the last time I was on this world. However, our 
sensors indicate a massive, fluctuating energy 
signature at its location. | am, however, unable 


ee = REPS ee of the new Zerg base for your final attack on the 
to identify the signature’s source. M MINERALS Peotose Missian enemy Overmind. 
14 V WESPENE * 
INFESTED KERRIGAN: That should be obvious er A path leads south from your new base in Area A to 
4 i ind itself. Lace BUNKERS HERE : . 5 
gentlemen; the source is the Overmin - A Cursum Z the Overmind. You must clear and follow this route. 


When the Cerebrates merged together, they 
must have locked onto the Khalis’s energies and 
nested near it. It’s probable that there'll be a 
number of Broods protecting that area. It’s risky, 


93 
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It opens into a large enemy Zerg camp well- 
defended by Queens, Spore Colonies, Sunken 
Colonies, and Lurkers. Accompany your forces with 
Protoss Observers, steering clear of enemy detector 
units along the plateaus overlooking your path to 
the Overmind. 


The paltry few Observers with which you start the 
level are insufficient to guide your forces for the 
entire battle, so build a Protoss Robotics Facility and 
an Observatory before starting your final attack. 
Dragoons are critical to your success, as well, 
because they can attack the Zerg Queens waiting to 
defend the Overmind. Equal numbers of Zealots and 
Dragoons, Zerglings and Hydralisks make an effec- 
tive force if you send your Observers along. 


a THE INSURGENT 


NiSS1ION BRIEFING 


MATRIARCH: Congratulations, Executor. 
Your success has brought us the promise of 
hope against the Zerg. However, we face a 
new threat within our own ranks. In your 
absence, Judicator Aldaris and an entire 
legion of Khalai survivors from Aiur have 
begun an open revolt against us. 


ZERATUL: By the gods, this is ill news 
indeed! Why would Aldaris betray us so? 


MATRIARCH: He and his ilk believe that 

it was wrong to have abandoned Aiur and 
consorted with our people. Their prejudices 
have driven them to perpetuate the 
‘Conclave’s sins against us! Even now, Aldaris 
and his loyalist Templar forces are preparing 
to attack our Citadel. 


94 


primagames.com 


DestRoY ENEMY QUEENS 
WHEN THEY APPEAR 

THEY'RE VERY DAMAGING 
AND CAN STRIKE FROM 
AFAR. 


»\ You needn’t wipe 
out the entire Zerg 
camp around the 
Overmind to win; 
you must only clear 
a path. Fortunately, 

=2e < most enemy forces 

2 ignore you as long as 

they don’t see you, 

‘so keep your units 

bunched tightly together and make sure they don’t 

go wandering off after peripheral attackers. Finally, 
keep Dragoons and Hydralisks in good supply even 
after you start attacking the Overmind. 


M MINERALS 
V VESPENE 


BROOD WAR: PROTOSS MISSIONS 


PRAETOR ARTANIS: I can scarcely believe this. As 
if the Zerg were not enough! Matriarch, are you 
| certain of this? Pd 
oon 
MATRIARG 
Executor, 
custodian of 


>All too certain, young Templar. 
riarch of the Dark Templar and 
is world, | hereby order you to 


terminate Judicar Aldaris, and quell this untimely 


uprising without delay! There will be no dissent 
among us while the Zerg are poised to strike! 


ZERATUL: There is something amiss here. The 

Matriarch has always been a wise and gentle soul. 
| Though there is some merit in her decision, this is 
i very unlike her. 


+ PRAETOR ARTANIS: That may well be .... But right 
; now we have a friend to kill. May Adun forgive us. 


, Protoss Tactics 


of three platforms holds someone who looks like the 
High Templar Aldaris, but only one is real. The others 
_ are mirages.To win, you must kill or Possess the real 
Aldaris. All-out aggression pays off in this mission. 
The longer you sit back and build up your defenses, 
the more enemy attacks you'll endure. 


Immediately take your two Dark Archons, a Probe, 
and a pair of Dark Templar to Area C. Along the way 
you may run into an enemy unit or two; simply use 
Possess to beef up your forces. At Area C, build a 
pair of Pylons, and then secure the bridge to the 
west with a double row of Photon Cannons. 
», Fortifying this area 
will stop half of the 
enemy attacks on 
gt, your base early in 
-~ the game. 


Pie 
Bees, aie J 


Your next goal should be Area D. Several enemy 
Photon Cannons and Pylons stand in your way 
there, and usually a small contingent of Zealots 
shows up to stem 
your attack. Move a 
group of Zealots into 
the area to take out 
the Photon Cannons 
while your Dark 
Archons mind-con- 
trol any enemy 
Zealots that enter, 


Aa MURAL 


Carture AREA DO WITHIN THE | 
FIRST 30 minutes OF THE 
GAME. BEYOND THIS TIME 
ENEMY PROTOSS FORCES 
STRONGLY REINFORCE THE 
AREA, MAKING IT MUCH MORE 
DIFFICULT TO SECUREs 


After taking Area D, branch out and build one Nexus 
= Bean sal in Area A and anoth- 
z, er in B, where there 
are plenty of miner- 
als and Vespene to 
harvest. Use your 
Possess ability on 
units that really 
count, such as loaded 
Shuttles or Carriers. 


You’ve gained 
control of this map’s key areas. Now you can spend 
time and resources upgrading your units’ shields and 
abilities. The enemy boasts the maximum in all 
upgrades and abilities, so you must even the score if 
you’re to combat them effectively. Keep a group of 
four Dark Archons at the front line at all times to 
4 Possess the most 

powerful enemy 
units. Rotate this 
squad with another, 
so that you always 
have one group 
recharging back at 
your base, while 
another patrols the 
front lines. 
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THe SHIeLD BATTERY 
15 ALSO &XTREMELY 
EFFECTIVE IN GETTING 
your DARK ARCHONS* 
O&FENSES SACK UP 
QUICKLY, AS THEY BURN 
THROUGH ALL OF THEIR 
SHIELDS WHEN USING 
POSSESS. 


Build up a force of ground units to escort a group of 
several Dark Archons, and then go after Templar 1. 
Although Templar | is nothing more than a mirage, 
it’s good practice to get your troops close enough 
for your Archons to use their powers. To do this, 
move your ground units in to take out the Photon 
nons while your Dark Archons hang back, ready 
. Possess any enemy units threatening your 
-Archons, Save one Dark Archon to exert Possess on 
the phony Aldaris at Templar 1. 


The real Aldaris is Templar 2, located near the 
northwest border of the map. To reach the traitor, 


\ 


»\ drop a large force of 
ground units, with at 
least four Dark 
Archons, into Area E, 
a small peninsula 
unprotected by 
Photon Cannons. 
When the enemy 
senses your arrival, 
he’ll throw every- 
thing he’s got at you, 
including Carriers, Use your Dark Archons to 
Possess the Carriers and increase your chances of 
surviving the first attack wave. You may have to 
make several Shuttle drops on Area E before you 
can get close to the 
real Aldaris. Possess 

him with a Dark 
Archon, or 
simply destroy him 
with your captured 
Carriers. After you 
kill (or control) 
Aldaris, Kerrigan 
shows up and the 
mission ends. 


W1issSiION BRIEFING 


PRAETOR ARTANIS: This entire chain of 
events has been masterminded by Kerrigan, 
and we played right into her hands! 


ZERATUL: Yes we did, Artanis. Yet our 
course is set nonetheless. Using the Temple’s 
energies against the renegade Zerg may 
accomplish Kerrigan's aims, but it is still our 
only chance of survival. 


MATRIARCH: And survive we will, my war- 
riors. For too long have we labored in futile 
defense as our enemies push us further and 
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further away from victory. The time has come to 
loose the full of our powers! Never again shall 
‘Shakuras be di spoiled | by the foul touch of 

‘alien species! These Zerg shall be the first to fall 

» before us! 


- 


Lip chenmeerm «| 


ZERATUL: Matri: h, | have served you for many 

illennia. | have always valued your wisdom and 
strength. Yet lately, in your mind, | have sensed some- 
thing that clouds your true spirit. Though Kerrigan 
fhas gone, I wonder if her treachery still remains? 


MATRIARCH: Be at ease, Zeratul; | am still the 
same Raszagal you have always known. These 
recent events have weighed heavily upon me and | 
$ am wearied. But fear not; my warrior spirit will shine 
} before you, and light your path to victory. 


| ZERATUL: Indeed. 


; PRAETOR ARTANIS: The time for action is upon us! 
The crystals must be taken to the Temple while the 
Zerg still muster their forces. I shall carry the Uraj 
myself, while Zeratul handles the Khalis. 


MATRIARCH: Executor, you shall provide escort for 
Artanis and Zeratul as they make their way to the 
Temple. Gods willing we will channel the energies of 
the Xel’Naga and scour this world clean of the Zerg! 
‘Go now, my children, and know that the survival of 
our entire race depends upon your actions! 


‘ 
You begin the mission with two Protoss bases in 
areas A and B. From these two bases, you must 
mount an attack on Area C, Xel’Naga Temple. 
However, before you move to recapture the Temple, 
build up a solid ground force of Zealots and 
Dresoons (and maybe a few Photon Cannons) to 
protect your existing 
bases, because the 
Zerg will taunch 
attacks periodically 
on both areas. 


H 
| 
' 
Protoss Tactics 
i 
j 
i 
I 
4 
' 
i 
| 


= 


Buito SHIe€Lo BATTERIES 
NEAR THE PERIMETERS OF 
YOUR &HS€5 50 YOUR 
DEFENDING TROOFS CAN 

|} RECHARGE THEIR SHIELDS 
QUICKLY AND EASILY. 


As in the last mission, it helps a great deal if you can 
upgrade your units as the mission progresses. But 
don’t put all your resources into upgrades. You must 
also build an attack forte capable of taking the 
Temple. Once you have a group of Dragoons, 
Zealots, and a few Reavers, move (along the ground) 
toward the Temple, 
= taking out Sunken 
“2 Colonies and 
enemy units as 

you go. Make sure 
to include an 


up «Observer or two 
3 3 oSman to clear out the 
= = “ Lurkers or any 
a : other burrowed 
units. 


At the Temple, work quickly to build a Nexus so you 
can begin harvesting the vast nearby mineral 
resources. Place Pylons around the entry points to 
the Temple area so you can set out a protective grid 
of Photon Cannons. To be safe, lay down lines of 
Photon Cannons one or two deep, with ground units 
nearby to back them up. Surrounding the temple 
with Photon Cannons is expensive, but the Zerg wil 
hit you with a huge onslaught once the crystals are 
on the Beacon, so you won’t be sorry. 
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% panes Se and taking the final 
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Buito A GATEWAY INSIDE 
THE TEMPLE AREA SO YOU 
CAN PRODUCE GROUND 
UNITS QUICKLY WHEN YOU 
NEED THEMs 


around the Temple, you 

tul to the Beacon. This 

own during which all your 
with the heaviest assaults 


eer A DARK ARCHON OR 
TWO INSIDE THE TEMPLE 
AREA SO YOU CAN 
Possess ZERG 
OVERLOROS THAT CARRY 
UNITS TO DROP INTO THE 
FRAY. 


The Zerg onslaught lasts for the entire 15 minut 
and your toughest challenge is provided by packs of 
Zerg Guardians taking aim at your Photon Cannons. 
The Guardians’ longer range will render you helpl 
‘unless you have Scouts or Dragoons handy. Cai 
aren’t usually recommended in this level, because 
the Zerg send in 


that destroy 
quickly. If you can 
turn back the E 
Guardian attacks, 
you have an excel- 
lent chance of 
beating the clock 


aa 


Protoss victory. 
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MISSION BRIEFING 


ADVISOR: Adjutant online. Good morning, Captain. 
Our long voyage from Earth is over, and we are 
holding a stationary position near the borders of 
Dominion space. | trust that the effects from your 
long cold sleep have worn off by now. If not, the Med 
Officer can provide you with additional CryoStim 
supplements. 


Admiral DuGalle has issued a proclamation to the 
entire fleet via transmat. I'll patch it through to 
you now. . 


DUGALLE: Attention! Defenders of the United 
Earth Directorate, this is Admiral DuGalle. You were 
all briefed before we left Earth, so you know that we 
have come here to conquer this sector in the name 
of Humanity. 


WeRRAN N1NSsI1ON 1 
; as 


Should any of you have second thi nts 
performing your assigned dut n 
if we fail in our mission here, 
going home.We stand o: 
forsaken wasteland! 
Serve the Director 
priorities are seconda 
i 
ADVISOR: Transr 
incoming transmiss 


STUKOV: Good ma: 
Admiral Stukov, ta 
I see you've already a" 
sure it doesn’t cover anything you weren’t already 
familiar with. Once you get to know the Admiral, I’m 
sure you'll find that he’s actually quite personable. 
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At any rate, Captain, | do have orders for you.As we 
are about to begin our invasion of the Dominion, we 
will need access to their primary datanet and 
weapons diagnostics. 


To this end, you are to assault the outlying planet of 
Braxis and take control of its capital city, Boralis.You 
are to deploy your forces within two standard hours. 
The Admiral expects perfect results, Captain. 

9 Stukov out. 


Terran Tactics 


This mission begins in the southwest corner of the 
map, and, although you have plenty of minerals at 

your disposal, you don’t have a lick of Vespene. Build 

up a force of ten Marines and two Tanks (which you 
start with, anyway) and move east to Area |. Take 3 
out the enemy units, and immediately assign an SCV 
to build a Bunker. Load the finished Bunker with 
Marines, and then destroy the Barracks, thereby 
preventing the enemy from building new units. The 
garrisoned Bunker will provide critical defense 

against an intense 

wave of reinforce- 
ments triggered by | 
your assault, After 
cleaning out Area I, 
head up to Duran’s 
camp. 4 


At Duran’s camp, 
Duran (a Ghost) and 
his forces offer to 
help. This is a boon, because you obtain a second 
base without having to build it yourself. Also, Duran’s- 
forces have a Vespene Geyser, which you desperately 


need. Research the Siege Tank ability, and then place 
three Tanks and four Goliaths near Area 2, just west 
of Duran’s camp. These units can | off all air and 

ground attacks the ene id: 


ugh that area. 


primagames.com 


After Area 2 is secured, climb the tech tree and 
upgrade all your units as you build a force of four or 
five Siege Tanks, a dozen Marines, and about ten 
Goliaths. When you're ready, take this force up to 
Area 3 and destroy the Barracks there. The enemy 
will attack in waves, but you can handle it if you lead 
with your Siege Tanks, use Marines as backup. If any 
enemy Dropships or Wraiths come by, your Goliaths 
will shred them. 


MISSION #23 THE DYLARIAN SHIPYARDS 


Leave a few forces behind to distract the enemy at 
its base exit near Area 3, and move your main body 
* ~~, of forces west — 
toward the 
Command Center. 
Rather than move. 
through the base’s 
“back door,” which is 
clogged with mineral 
deposits, follow the 
path outlined on the 
mission map, and roll 
through the expan- 
sive opening, east of 
the Command 
| Center. With the size — 
of your army, you 
' will have no trouble 
taking out the lone 
Bunker ae rumbling 


TERRAN PNS510N 


4 ina 15510N BRIEF NG STUKOV: Heh, heh. You're beginning to show your 


age, Gerard. Give the boy some credit. He just 


ADVISOR: Receiving incoming transmission. tipped us off to a preeminent attack. 


DUGALLE: Captain, Vice Admiral Stukov has 

informed me of your flawless sortie upon Braxis. ! 
must comme: u for beginning our campaign * 
with such a decisive victory. Ou Ti 

- decrypted the Dominion’s datalini 
" access to Mengsk’s most guarded files. 


DUGALLE: However useful he may prove tobe, 
Alexei, he will always be a traitor in my eyes. Ai id 
_you know that I cannot abide a traitor--—__ 


= 


Lol ons, too well, a 
ready, you may commence with the opera’ 5 

Once you have commandeered the enemy’s = 

Battlecruisers, be prepared to repel the Dominion 


~~ 


i {geige 


However, our work is not yet complete. We have 


ascertained the location of the Dylarian shipyards. reinforcements when they arrive. es 
These shipyards, serving as a fueling and repair + . 
station for the Dominion, house a number of 2 Fe 2 ~~ & 
functional Battlecruisers in dry-dock. Terran Tactics . oe 


“As the rhission begins, three Drops 
Marines, Medics, and Pi 
of Marines and Firebats ¢ 
don’t worry about S' 
entire force in this ai 
Medics in force agair 
enemy will wound 
can heal them as fas’ 
_ Medic-Marine combin: 

secure. After destroying all 


To assure that our domination of this sector remains 
uncontested, you are to assault the shipyards and 
liberate as many of these capital ships as possible. — 


DURAN: Gentlemen, | recommend that you launch 
this attack using the utmost caution. Dominion 
‘Command can typically reinforce its outlying bases 
within sixteen standard hours. You should expect 
some sort of reprisal from Emperor Mengsk shortly. 


DUGALLE: Ah, the turncoat. | suggest that you Pilot to a Beacon. —- 
pay keen attention to rank when you address the — - 
Captain and myself, Lieutenant Duran. Is that = 
understood? 
DURAN: Of course, Admiral. 
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\ In Area 2, be wary of 
three Siege Tanks 
guarding each 
Beacon. The Tanks are 
on platforms, out of 
sight and attack 
range, but, thanks to 

k your multi-talented 

“i Medics, you can 

M effectively disable 
each one. 


First, send a Medic toward one of the Beacons. After 
taking a hit (thus identifying the position of the 
Siege Tank), she can immediately blind the tank, and 
then run back to her sisters for healing. Repeat this 
.. Process until you 
clear all of the Siege 


Tanks from around 
the Beacons. _ 

At Area 3 you 

get your bands on 
four Nukes. You'll 
need them to get 
Past heavy enemy 
defenses. The Science 
Vessel is the biggest impediment to nuking enemy 
encampments. Have a Ghost lock down the Science 
Vessel and then bring in a Medic to blind it with an 
‘Optical Flare. Then have another Ghost target a) 
Nuke on the central unit in the enemy cluster. This 
takes out all but a few stragglers in the Bunkers. 
Do this three times in the three enemy camps 
(watching the Nukes go off is very satisfying). 
Finally, move in with your Ghosts and Medics to 
clean up surviving enemies, or simply cloak your 
Ghosts and go after the helpless Marines and 
Firebats with stealth. £ ea 


your Tanks : so they can crush the Ghost. 
e ve your Slege Tanlcs down the path a short 


2 care of a nearby Bunker and any aieacing 
enemy units. 
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\ Several pesky 


Siege Tanks are posi- 
tioned throughout 
this area, but your 
Ghosts have the 
answer. First, have 
your Ghosts lock 
down any 

nearby Science 
Yessels (or have 
your Medic launch 


an Optical Flare), then cloak your Ghosts and + 
Lockdown and destroy each Siege Tank. Continue 
moving through this area until it’s enemy-free. Move 
your Pilots to the Beacons and get ready for some 


hot-and-heavy air-fighting. 


) You get a group of 


Battlecruisers equal 
to the number you 
“liberated” from the 
Dominion in Area 5. 
A Sarge group of 
enemy Battlecruisers 
approaches quickly 


from the north, so ‘ai 


be ready for them. 


Fortunately, your new Battlecruisers are equipped 
with Yamato Cannons.As the enemy approaches, 
have two Battlecruisers target their Yamatos on one 
enemy Battlecruiser. Do this with all your units right 


off the bat, and you'll destroy 


jemy fleet — 
e action — 
p-When 


exhausted 


the en 
efore 


j your Battlecruisers 
en masse to attack © 
one enemy ata 
time. This tactic will ” 
ensure your troops 

a victory. 


BROOD WAR: TERRAN MISSIONS 


NSSION #35 RUINS OF TARSONIS 


AR Rr OR NS 


forces into | he fleet and stand ready to move to the 
next phage rr invasion. 


STUKOV: We've just received word from our 
research team that they've uncovered some kind of 
hidden weapons relay upon the planet Tarsonis. They 
report that it’s called a Psi Disrupter, and that its 
purpose is somehow connected with the Zerg. 


DURAN: Admiral, during the Zerg invasion of 
these colonies, the Confederacy had manufactured 
a number of portable machines called Psi Emitters 
which had the uncanny ability to jure Zerg to 

ignals. It was rumored that they had ereated 
ecialized emitter that could disrupt the Zerg’s — 
communications, but Emperor Mengsk was never 
able to find it. 


M MiNeRALs 
V_ VESPENE = 


X SIEGE TANK 
@ MissiLe TARGET 
® Ps DisruP 


wed 5 

_ DUGALLE: This conversation is over, AlEKEIsGiven 

_ the true nature of our mission to enslave the 
Overmind, we could hardly stand to have Mengsk 
control a device of this magnitude. This Psi 
Disrupter must be destroyed in order to safeguard 


It appears that this Psi Disrupter is the machine 
he was looking for. | must humbly suggest to you, 


Admiral, that the Disrupter be destroyed as our mission. Ensign, set your course for Tarsonis, ™~ . 7 
quickly as possible. If it should fall into the hands i ‘ ae! 
of the Dominion we could face some very serious ¢ 3 Se i 
prone: Terran Tactics 2 


This mission requires a lot 
There’s just no easy way 
for a long, hard fight. You 1 


DUGALLE: Hmm.A prudent call, Lieutenant. | am 
inclined to agree. 


STUKOY: But Admiral, this device could ensure our 
victory over the Zerg! It is foolhardy to discard such 


apeteniecs) set forth in the fo! jowin; = A 
to complete the attz 4 
DURAN: Surely, Vice Admiral, you don’t doubt the First. buil 4 
tenacity of your own fleet? Your Directorate forces Lsfol ol id some Bunkers 7 
will devastate the Zerg without the need for such your base's Rerigerer: 
a device. you need to survive the Zer: 
building your Bunkers and fi 
STUKOV: Listen here, Lieutenant, I’ve had just about 45° 4 Dropship to transport an SCV to Area A, - 
enoushionsanie behind your base. This area has plenty of resources 
and you can czprcit it quickly and in relative safety. 102 
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‘Once you've set up 
both bases, climb the 
tech tree as fast as 
you can. You must 
upgrade all your 
units’ abilities before 
you can mount an 
attack on the Zerg. 
When you have Siege 
Tanks, Wraiths, and 
about 10 Marines (with Medics), load them into 
Dropships and deposit them on the ridge above Zerg 
Hive |. The Siege Tanks will rain terror on Zerg 
defenses as your 
Marine/Medic group 
moves down the 
ramp to take out the 
Hive. Be ready with 
Wraith support, in 
case the Zerg 
respond with 
Guardians or 
Mutalisks. 


WHEN ATTACHING A ZERG 
BASE, KEEP A SCIENCE 
VESSEL HANDY TO IDENTIFY & 
BURROWED UNITS. 1F YOU 
CAN SPOT THEM, YOUR 
SleGe TANKS CAN TAHE 
THEM OUT IN ONE SHOT 


Next, move your attack force to the middle of the 
map (‘New Base” on the mission map) and build a 
Command Center. This area will undergo numerous 
attacks, so keep your Siege Tanks nearby, and build 
Bunkers to defend the perimeter. Yc just build 
new units continually to man: many Zerg 
attacks, but if you keep on top of it, with all three 
resource areas rug won’t have a problem. 


aa : — > 
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Zerg Hive 2 is your next objective. Begin by placing 
several Missile Turrets in the canyon south of the 
Hive, as indicated on the mission map. Next, assem- 
ble the following attack group: one squad of Marines 
and Medics, four Siege Tanks, and a Science Vessel. 
Send the Science Vessel far enough inland to spot 
the Hive for the Siege Tanks. The Hive is close 
enough to the southern ridgeline that the Siege 
Tanks can take it out without facing strong resist- 
ance. Meanwhile, the Missile Turrets will take care of 
any Overlord Transports attempting to drop enemy 
units into the canyon. If a few enemy units touch 
= ., down, your Marines | 
will have a little 
target practice. 


Hive 3 is difficult to 
approach over 
ground without 
taking a lot of 
casualties, but with- 
out air defenses, it is 
ripe for a Wraith 


attack. Send in a squad of seven or eight Wraiths, 
but be sure to target the Overlords first. Kill as 
many as-you can, which forces the Hive to a 

~ replacement Overlords to support its huge Ultralisk 
army. While the Hive is busily spawning, send in the 
Wraiths to take it out. 


) Hive 4, your final 
t rget, i is defended by 


handful of ground — 
,and nary a 
ken Colony. ~ 


"Assemble a group of 
10 Goliaths and have 
a field day. Destroy 
anything in the air, 
and then pulverize © 

», the Hive, for an easy 
ending to a difficult 
mission. Move Duran 
to the Psi Disrupter 
to claim victory. 


| 
| 


Se - 
eet mt ttn 
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Mission #42 AssAULT ON KORHAL 


Pace BUNKER Here 

4& PLACE SIEGE TANK HERE 
Miners 

Vo VESPENE 


‘Mission BRIEFING 


; “oD JUGALLE: Captain, once again you leaders! 
set a fine example to the rest of my officers. 
Admiral Stukov has informed me that the Psi 
Disrupter has been accounted for, so we can now 

_ proceed with the next phase of our operation. The 
time has come to begin our primary invasion of the 
Dominion Throne-world of Korhal. Alexei, fill the 
Captain in on the current situation. 


ice 


STUKOV: As you may know from your research, 
Captain, Korhal was a hotbed of anti-Confederate 
sentiment for years. The Confederacy hoped to con- 
tain Korhaf's civil unrest by decimating it and its 
population with a massive nuclear barrage. Though 
the radiation levels on the planet are at an all time 
low, its surface is now nothing more than a smolder- 
ing desert, 


DURAN: The catch, Admiral, is that because this 
world has already been devastated by nuclear fire, 
Mengsk has no compunction against using Nukes on 
us. We have detected a large cluster of Missile Silos 
on the outskirts of Augustgrad. If those silos were 
destroyed, we believe thae Mengsk would lose his 
core nuclear capal 


Teton RS StaN : 


« 
STUKOV: We also face a different obstacle, Captain. 
Intelligence has informed us that Mengsk employs  } 

multiple ttlecruisers for his planetary defense. It _— 
is p ‘o nullify these Battlecruisers by taking 

_ out strategic Physics Labs. ea eS 
_ Mengsk will be unable to power up his ships’ 

‘weapons systems. - 


DUGALLE: Though we know how to compensate for 

Mengsk’s defenses, we don’t have enough time to fol-__. 
low through on them both. Theref 
must choose to either cou: 
ties or his Battlecruisers. On 
this operation, we can be 
against Augustgrad. 


- 


Terran Tac 


Choose whether t 
Labs or wipe out 


* determines whether — 
mission 5a or 5b. We've —, 
get at the Nuke: — 
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Keer MEDICS AROUND 
Your SIEGE TANKS AND 
SCIENCE VESSELS IN TH1S 
MISSION. THE ENEMY LIKES 


F 
i 
To PERFORM LOcKOOWNS va 
ON THESE UNITS, UT H 
your Meo1cS CAN QUICKLY 
COUNTER WITH THEIR 
RESTORATION ABILITIESs a 4 
cre 


First, build a new Command Center in Area A (as 
noted on the mission map) to double your resource 
income. Then lay down a defensive perimeter around 
your bases: Bunkers (filled with Marines), Siege 
Tanks, and Turrets (to spot cloaked units). Don’t 
build too many Turrets. Build Science Vessels, 
instead; they’re mobile and have other abilities 

(such as Defense Matrix and | Irradiate). - 


Climb the tech tree and upgrade your weapons and _ 


armor while you defefid your two bases. After you 
reach these goals, send four to six Siege Tanks anda 
group of Marines and Medics to Area B. Have a 
Science Vessel accompany you in this attack, because 
plenty of cloakable enemy Ghosts are standing by. 
After securing this area, send in an SCV to build a 
new Command 
Center. Be sure to 
build a defensive 
network around 
Area B as well, 
because the enemy 
will try hard to 
retake it. 


he 


WHENEVER YOU TRAVEL 
WITH SIEGE TANKS, 
GouATHS, OR ANY AIR 


UNIT, SE SURE TO KEEP AN 
SCV AROUND TO REPAIR 
pAmAGE. A simeLe SCV 
CAN SAVE YOU A LOT OF 
RESOURCES: 


From Area B, you can assault the Nuclear Silos to 

the south or the Physics Labs to the north. Either 

way, use a balanced force of Siege Tanks and 
Marine/Medic groups to move up on enemy posi- 

tions inch by inch. Keep a few Wraiths, a Science 

Vessel, and a pair of Ghosts with this attack group. | 
The Wraiths can fend off air attacks, and the 

Science Vessel lets you see cloaked Ghosts or | 
Wraiths. Use the Ghosts to target Nukes if the 

enemy’s defensive network slows you down:For, _ 
example, if you encounter a pair of unusually tate = 
Bunkers, nuke ‘em, and then move your forces in to 


mop up. : 


i advance. Keep SCVs — 
nearby to repair 
2 Siege Tanks and 2 
a Medics on callto *' 7) 
heal Marines, and 
you should be able to work your way to either the 
Nuclear Silos or Physics Labs. 


There are two alternatives for Terran Mission 5. If 
you destroyed the Physics Labs, continue to 5a, if 
you decimated the Nuclear Silos, continue to 5b. 


BROOD WAGE TERRAN MISSIONS 


| BRIEFING 


before the siege of Augustgrad 
you through to his war room. 


@ MeNGsk’s COMMAND CENTER ToS ean MISSION SH 
M MINERALS 
V VESPENE 


: Ah, Captain, we've been expecting you. 
As you may have guessed, we are coordinating our 
final attack plans. You should know that even though 
Mengsk cannot reinforce his numbers, his standing 
forces are substantial. 


Mengsk is an accomplished tactician, so you had best 
be wary of any counterattacks he may attempt. 


lengsk’s nuclear capabi 
mands a large number of Battlecruisers. : 

that he will use these ships against us re suspect, = — 
Be on your guard, Captain. Show this ‘Emperor’ - 

~ what the UED thinks of his rule. 


Terran Tactics 
your base ae so th 


As this mission begins, Mengsk Ghosts slam your Science Vessels. With 


forces with a series of particularly nasty nuclear 
strikes. This is expected; you'll just have to rebuild 
your forces after the barrage is done. If you’re quick, 
you can save one or two structures by moving them 
to the side of the 
map as soon as you 
can. Flying your 
Barracks out of the 
blast radius gives 
you a jump on pro- 
ducing Marines. 
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Take the resource nodes in Areas A and B and build 
up appropriate defenses. Place a Command Center 
and Nuclear Silo in Area B, to the east, and then 
build a force of Siege Tanks, Medics, a Science Vessel, 
at least one SCV, and a pair of Ghosts. Move this 
“ss, Strike team up to 
Area C and let your 
Siege Tanks take out 
the Bunkers/Turrets 
there. 


PRIMA’'S OFFICIAL STRATEGY GUIDE 


(As soon as you start 
pummeling Area C, 
the enemy sends a 
bevy of Ghosts in to 
lock down your Siege 
Tanks, which is why you’ve brought the Medics along. 
Use your Medics’ Restoration to unlock any affected 
Tanks and continue assaulting the enemy defenses. If 
you're having trouble - 
taking the bridge, 
cloak one of your 
Ghosts and nuke the 
surrounding area. 
After securing the 
bridge, keep several 
Siege Tanks and a 
Science Vessel nearby 
to prevent the enemy 
from crossing it. 


TIP 


REPAIR DAMAGED Siece 
TANKS WITH YOUR SCV 
AND USE MEDICS NOT ONL) 
TO HEAL YOUR GHOSTS, 
®UT ALSO TO RESTORE 
ANY TANKS THAT ARE 
CRIPPLED RY LOCKDOUN. 


SOME PLAYERS PREFER TO 
| REACH THE COommANOD 
CENTER USING SLOW-MOVING 
BaATTLECRUISERS ACCOMPA- 
NIED BY SCVS. ALTHOUGH 
THIS METHOD 15 RISKIER AND 
MORE EXPENSIVE, IT STILL 
HAS MERIT PERHAPS THE 
REST APPROACH LIES SOMmeE- 
WHERE IN BETWEEN. THE 
BEST OF SOTH WORLDS 
WOULO &£ A JUGGERNAUT OF 
BATTLECRUISERS AND Siece 
TANKS, CLEARING THE SHIES 
AND SWEEPING ACROSS THE 
GROUND. 5 


sige 
Now, you're ready for the final phase. Move your 
attack force to _D and build a base there to 
acqui 1ore resources. Move north up the map 
5H slowly, advancing by using a combination of j 
lukes and wa Tanks with Medic and SCV pase 


across a large up of structures, use your Nukes to 
i take them o1 cies you need only 


ON BRIEFING 


» ADVISOR: Captain, Admiral DuGalle has ordered a 
final tactical eting before the siege of Augustgrad 
commences. I’ll patch you through to his war room. 
‘ 
DUGALLE: Ah, Captain, we’ve been expecting you. 
As you may have guessed, we are coordinating our 
final attack plat s-You should een tates even though 
ublesesk cannot reinforce his nu 


Mengsk is an accomplished tactician, s 
| be wary of any counterattacks he may a 


disabled Mengsk’s nuclear capabilities, he still com- 

_ mands a large number of Battlecruisers. We suspect 
that he will use these ships against us at every turn. 
Be on your guard, Captain. Show this “Emperor” 
what the UED thinks of his rule. 


Terran Tactics 


As this mission begins, Mengsk’s Battlecruisers 
annihilate all of your peripheral outposts. When they 
head for your main base, you'll receive reinforce- ~ 
ments consisting of upgraded Goliaths and Ghosts— 
put them to use immediately. As the Battlecruisers 
come into visual range, first use Lockdown on them 
and then unleash the Goliath’s Hellfire anti-air 
missles on the helpless targets. If you’re quick, you 
can avoid damage to one or two of your structures 
by moving them to the side of the map as soon as 

© possible. 


: STUKOV: And, Captain, remember that although we 


TERRAN NhHSsi0on SR 


- : ~) After you repel the 
Battlecruiser attack 
and assess your dam- 

ages, start rebuilding 

your base a ickly 

as possible. This usu- a | 
ally starts-with 
Command Ce 


ae. 
need repair to get 
ee! u 


for its resources as well as to ™ 
attacks from the bridges in Areas ¢ 


— 


Take the resource nodes i 
up appropriate defer 

as a staging area fo 
Nuclear Silo attac 
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As soon as you start 
pummeling Area C, 
the enemy will send a 
team of Ghosts in to 
use their Lockdown 
ability on your Siege 
Tanks. Unlock them 


\UGALLE: | see. It is a risk we'll need to take. 
Mengsk represents a considerable threat to our 
agenda and must be eliminated. Captain, you will 
focus your attack against the rebel command center 
in the middle of the Protoss encampment. That 
must be where Bengt and ReIner are hiding. — 


ishing your base, take the resource 
n Areas A and B. Neither is particularly diffi- 


WHEN TAKING ARERS C 
AND Dy KEEP A CLOS€ €Yve 
out FOR SPIDER MINES. 

lf YOU FAIL TO CLEAR THE 
PATH, YOUR ASSAULT WILL 


attacks from both Zerg and Protoss encampments. 
Area A is an undefended resource node, and a small 
Protoss outpost lightly defends Area B. However, you 


ume your aed a Be QUICKLY LOSE STEAM: We will deploy | our own Valkyrie Frigates and can expect robust counterattacks from the latter, so 

youre ele are ‘ay 5 5 - amie lay your defenses accordingly. 

taking the bridge Eventually you’ll punch through to Mengsk’s — | 
area, cloak a Ghost Command Center. Whenever you come across a , 

and lay down a Nuke. large group of structures, use your Nukes to take 

After securing the them out en masse. Finally, remember that 

bridge, keep several although you need only take out Mengsk’s 

Siege Tanks and a ‘Command Center to complete the mission, you'll 

Science Vessel on alert undoubtedly need to crush plenty of enemy units to 

to keep the enemy get there. — falkyrie Frigates as they 


. wing of Zerg Mutalisks. 

After the Valkyries 

secure the area, 

Shuttles drop a 

~ group of SCVs and 
Marines, and several 


from crossing. 


If you elect to 

build another base 
at Area E, be aware 
of the Battlecruisers 
on patrol. After you 
control the area, 
install substantial air 
defenses to Pt | 
back counterattacks. 


Move your.attack — 
force to Area D and 
build a base there if you need more resources. 
Continue slowly north, using a combination of Nukes 
and Siege Tanks, with Medic-and SCV support. 


Pera 2 
hee 


co 


Now make your move against the Zerg base in 
Area C. Send a group of Siege Tanks, one Science 
Vessel, and ten Marines, supported by two Medics 
float i to assault the base. It’s also a good idea to send your 

: Saar ees 2 LOGUE remaining Valkyries to take out the swarm of 
"te Rt as: Re aed Sed Lal Mutalisks waiting in Area C. Don’t rush your attack. 
ves = instant stareing Move up slowly, healing your units as you go. 

ase: Hurrying your attack on Area C is a one-way ticket 
to defeat. F 


Build fortifications 
quickly, because the 
and Protoss will 


Whission #& EMPEROR'S Fu 


f wey, 


TIP 


LURKERS ARE BSURROWED 


shortly. Be ecially IN AREER Cy AND WITHOUT 
mindful ‘ofthe east — f A SCIENCE VESSEL TO j ss: 
side of the base— SPOT THEM FOR YOU, J 
‘i i THEY'LL URN YOU : 
layer the ridge with L QUICKLY TI Y 2 


INTO CARSON-SASED 
MUSH. 


Missile Turrets. 


AN EFFECTIVE WAY OF 
STALLING THE ATTACK 
FROM ZERG BASE O15 TO 
DEPLOY YOUR SCIENCE 
VESSELS OVER TO THE 
£D0GE OF THE BASE, AND 


Proton ar I don’t understand this. Why would the — eae So a 2 4 : ; IRRADIATE THE 


By this time you s 
the tech tree an 
Protoss base. Ho 
resources and tin 


. Apparently, these two 
ithin a fortified Protoss 


rotoss harbor these men? ae 7 i OVERLORDS POSITIONED 
eget : THERE. THE Hive SPENDS 
 STUKO Y , ’ : - > SO MUCH TIME SPAWNING 

: NEw OVERLORDS THAT 
THEIR ATTACK 15 DELAYED 
FOR AROUND 30 MINUTES« 


’ Vessel), while 
include Valkyries 


@ =Commanp CENTER 
M MINERALS 
V VESPENE 


Is attack, wed be hard pressed is) hold 
em at bay. 
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NUKES ARE AN EFFECTIVE 
WAY OF CLEARING ANY 
OSSTACLES AROUND THE 
Warp GATE, AND 1F 
YOU'RE LUCKY, A FEW 
WELL-PLACED HITS WILL 
POUND THE PROTOSS INTO 
SUSMISSION« 


NisSSiION #78 
nn 


* Enemy Group 
@ Beacon 

& OVERRIDE TERMINAL 
@ Trap 


NW115510N 


ADVISOR: Admiral, the fugitives Mengsk and 
or escaped | through the Warp Gate due to 
e intervention of the Zerg. But shortly before 


here to the planet Braxis. — 


|RAN: | mean no offense, Admiral. But perhaps 
's loyalties are not as strong as you once 


PATRIOT'S BLloop 


_ However, he must be found. If Stukov is here, he will 


™~ our forces were overrun, Vice Admiral Stukov took = 
__ control of a large contingent of troops and came 


DURAN: I warned you Admiral! Stukov has betrayed 
you! He’s reconstructed the Psi Disrupter in order to 
) sabotage your mission in this sector! 


e sabotaged reactor. To make matters 
ase is overrun by Zerg. Keeping your 
ics close to your Marines as you pass through the 
- .. base is more impor- 
) tant than ever, 
» because the swarming 
Zergling attacks are 
devastating. 


Make slow, steady progress into the base as you ~ 
push toward Raynor’s Command Center. Keep your 
resources flowing, because you will need to reinforce 


your troops several 
ae 4 


times along 
Fr a 


DUGALLE: I can’t believe it. Yet, the evidence is 
_incontrovertible. Alexei, what have you done? 


way. With sufficient 
forces, you will 
' prevail, but don’t 
let up too soon, or 
alate Zerg attack 
could stop you in 
your tracks. - 


Perhaps you "ve been right all along, Lieutenant. Or 
‘ the Psi D 


The fun continues as 
you approach Area E, 
“i where you find a pair 
of trapped Ultralisks. 
What seems like an 
easy kill becomes a little more interesting when their 
buddies show up. 


e2-M 1 » InArea E, you have a 
‘| unique opportunity to 

shred a group of Zerg 
with the automatic 
floor-mounted guns in 
the area.To lure the 
Zerglings into this 
area, move one of your 

We soldiers to activate the 
door that’s holding 

back the Zerglings, and then sit back and watch 

the carnage. 


ion, so there is really 
ur route is illustrated on 
won't be easy. Although your 

—> path through the 
| building is clear, 
| there’s plenty that live 
you'll need to know i 
about as you work 
your way through the 
mission. 


As you wind toward eee 
Area A, watch out for 
floor and wall traps, 


~>s Continue following * 
the map path toward . 
the Override ~~ a 


eS. 


and remembe jump on any is - 
Terminal. You'll —— 
UED Marine must es 
re they are in the leas counter heavy Zerg 


r 


LAP fe = ine 


A, you’ll see a bunch of Goliaths that are ri resis d e 
taking, as long as you can reach them befo eir aru Area F but — 4 
| again, simply keep a 


Pilots can strap in and activate their defenses. If you 

get there first, you'll have your own set of shiny new 
Goliaths 

| to maneuver 

through the rest 

of this mission. 


your Medics close to 

_ your Marines as the 

= _ battles rage cm and 
Ey 
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Continue moving 
through the installa- 
tion until youreach 
Area C, where Duran 
confronts Stukov. 
- After this point, the 
Terran units in the 
installation will be 
your allies. 


DUGALLE: Because you are young and foolish, 
Lieutenant, | will pardon that insult. Alexei and I | 
have been friends since long before you were born. 


account for his actions. 


ADVISOR: Admiral, our sensors have detected a fully 
functional Psi Disrupter on the planet’s surface 
directly below our position. It would appear that the 
Vice Admiral did not destroy the Psi Disrupter on 
Tarsonis as was ordered. 


As you move through 
Area D, you'll discov- 
er that you have pre- 
cious few minutes to ‘ 
throw the Override . 


DUGALLE; What? Impossible! 


PvE 
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ADVISOR: Captain, with the Psi Disrupter’s signal 
hampering the Zergs’ communications to one : 
another, the Swarms over Char have scattered in 
disarray, allowing the fleet to penetrate to the 
planet’s surface. However, there is still a considerable 
number of defenders nestled around the fledgling 
Overmind. 


DUGALLE: Alexei was right. The Disrupter i: isthe key _ 
to victory here. If | had destroyed the | mac hine as 
Duran suggested, we would never have made it this 
far .... Nevertheless, the time is upon us, Captain, to 
do what we came here for. We will claim the 
‘Overmind in the name of Humani 


* 


ADVISOR: Be advised, Captait ur sensors have 
identified three Cerebrates who constitute the 
core of the Overmind’s defenses. Each Cerebrate’s 
distinct capabalk ill unknown, so proceed 


with extreme caution. 


_pUcALLE: Launch your forces and let not a Zerg 
ive! Once you have reached the Overmind and 
hed its defenders, you are to send in specially 
trained Medics who will | pacify the creature with 

5 i at gs. nly then will our victory 


|, remember that Duran is still out there 
lewhere. I'd venture a guess that his treachery 
pha just begun, Be careful and good luck. | am 
sure that this will be our finest hour. 

nda 
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_you destroy one of the Zerg Cerebrates. This detail 


Terran Tactics 


PROTOSS. WuSssion 


* si = 
. 


This mission is a strange one in that. many 
enemy defenses are indestructible until after 


is something to worry about later, a as you | ust 
begin this mission by buil p ea defenses 

e Turrets,and 
your base. A 
ant, as you will have 
tack. A Torrasqueisa 
d Ultralisk Hero killing 
u until you've vanquished 
sure you have your Bunkers « 
and Siege Tanks it order at your base. Also, build a. 
‘Command Center in Area A to maximize your 
resource-gathering. 


TIP 


‘YOU CAN EXPECT YOUR 
FIRST TORRASQUE ABOUT 
2S MINUTES INTO YOUR 
| M1S510N« 


Battlecruisers and Valkyries. Then build four 


T-ERRAN MISSIONS 


evelop your tech tree until you can build 


attlecruisers and six Valkyries and get ready to 
mble. Zerg Cerebrate | makes the red Sunken 


olonies around your base invulnerable. You'll have 


cover against any air 
attacks. Once the 
Yamatos have hit, 


: finish off the 
sa oS a @&s Cerebrate quickly. 
fe Oe | eel As soon as it is dead, 
ee 
5 &h; a Zerg forces there 


“T—™,_ will fall dormant. 


Ns 

4 After you kill 
Cerebrate I, you face 
one Torrasque after 
another. Cerebrate 2 
produces these 


Cerebrat 
made it this far, you are probably set up to 
the Torrasque, but make sure you have your Bunkers 
and Siege Tanks in order at your base. 


») You'll take out the 
second Cerebrate 
the old-fashioned 
way. But, first, move 
your Battlecruisers. 
along the route to 
Cerebrate 2 and take 
out all.the Sunken 
‘Colonies along the 
> ‘way. After the Sunken 
Colonies are gone, 
you're ready to 
launch a ground 
attack. Build at least 
four Siege Tanks, and 
three groups of ten 
Marines and two 
Medics each (include 


ptt Ze 


ce Vessel to spot Lurkers).As long as you 

ur groups together, along with their Medics, 
1 can storm the Cerebrate en masse and kill it 
hen it dies, the Zerg units around it become 


There are two ways 
to get to the third 
Cerebrate: I) You 
can pound right up 
through the middle 
of the base with 
= 2 Bae ware Siege Tanks and 
i hg: vented support units, or 2) 
Laat . You can use a group 
of eight Dropships to 
deposit a pair of Siege Tanks and a horde of Marines 
and Medics on the Cerebrate. 


Whichever strategy you choose, take three or more 
Battlecruisers up to Area B, and use their Yamato 
Cannons to take out the first wave of Spore 
‘Colonies. Then, move your Dropships in quickly 
(loaded with Siege Tanks) and let loose on the 
‘Cerebrate. Remember, you need to destroy the 
Cerebrate to silence the Zerg forces. 


= , After Cerebrate 3 
is out of the picture, 
you need only_place 
one Medic on each 
ofthe four Beacons. 
_ surrounding the 


move on to Episode Pig 
VI, and the final Zerg 
campaign! cal 


primagames.cam 


PRIMA’S OFFICIAL STRATEGY GUIDE 


BROOD WAR: ZERG MISSIONS 


BROOD WAR: ZERG MISSIONS 


EPIsopEe V1Ii ZERG 
WHSS1ON F1li VILE DISRUPTION 


1-7 Hives 


NWiSSION BRIEFING 


INFESTED KERRIGAN: Greetings, Cerebrate. 
By now you’ve realized that I’ve severed 

your connection with the Overmind and your 
renegade brethren, Understand, it’s nothing 
personal. | just can’t risk you falling under 
their influence. You're mine now. Serve me 
unquestioningly, and Ill let you live. 


INFESTED DURAN: My Queen, pardon me 
for interrupting, but the visitors you have 
been expecting have arrived. 


INFESTED KERRIGAN: Finally. They certainly took % ZeERG MISSION 2) 


their time. 


on this a us all! You know I’m right 
Jim.You've studied the history of Earth, you know 
what the UED's agenda is. Taking’ control of the Zerg 
is only the beginning for them. ao -d 


RAYNOR: Yeah, well none of us were in any real 
hurry to get here, Sarah. 


INFESTED KERRIGAN: Still suspicious | 


motives, Jimmy? JIMERAYNOR: Maybe ... | don’t know .... 


INFESTED DURAN: My Queen, again | beg your 
pardon for this interruption, but we have a very 
serious problem! 


RAYNOR: Always. 


INFESTED KERRIGAN: Heh. When I 


both on Aiur, | told you about the nev ind Pe ot 

and about the UED that seeks to co! t. Well, INFESTED KERRIGAN: Perfect timing ... 
the UED has done it. They've tamed the Overmind 

and now control most of the Zerg broods in this 


sector. That’s why I’ve asked for your he 


FENIX: You want us to help you defeat th e UED so 
that you alone will rule the Zerg! : 


of your broods! Within the past few hours, your 
minions have turned on each other and left their 
hive clusters to run out of control! 


INFESTED KERRIGAN: Wrong, Fenix. | want to 


defeat them because if we don’t, they'll clamp.down 
‘ INFESTED KERRIGAN: This is just what I need. 


WEA, 


| 
7 


| Quickly group your small band and send it to 


| renegade Zerglings assaulting this small base. When 


Cerebrate, take the few Zerg still under my control 


e ™, Don’t delay—you 
and do sche can to stem any further damage to 


must defeat the 
Guardians before 
they destroy the 
Sunken Colony or 
they’ll move on to. 
the Hive cluster. 
Deploy enough 
Scourge to take out 
the Guardians, and 
send some south, 
where they will encounter two more Guardians. 


the hive clusters. | can’t afford to have them 
_ destroyed /my own minions! 
iy2 


Zerg actics 
ie 
When tthe mission starts, you'll have a small Zerg 
| force of six Hunter Killers and two Zerglings. Check 
the mini-map for the locations of their seven Hives. 


Wi aa 


the northwest corner of the map to secure the 


first Hive, 2 
As your ground forces move toward the fourth Hive 


(in the center of the map), rough terrain forces 
them to meander around. Along the way, they finda 
group of three Zerglings attacking a Spore Colony. 
‘Beware of this set-up—the other two renegade Zerg 
Guardians lurk just west of the route that your 
ground forces travel after defeating the three 
Zerglings. Attack each Guardian with all your units 
at once to kill it quickly before it can weaken your 
strike force. Don’t hesitate to regroup and alter your 
attack if need be. Your reinforcements are limited 
and you can’t build new units in this mission. 


As your forces approach Hive I, a band of eight 
Zerglings moves in and attacks the buildings around 
it. When your force comes into visual range, it falls 
under attack; as well. You can easily defeat eight 


F 9s 


your forces move close enough to the Hive, a group 
of friendly Zerglings pops up from their burrows to 
assist you. This triggers another renegade force of six 
more Zerglings into the camp. You must also destroy 
these units before you can move to the next area, 
but this should not be a problem for your potent 
Hunter Killers. — 


Be on alert as soon as you gain control of the fourth 
Hive. The Hive cluster falls under heavy attack from 
the north and west. Keep half your forces on those 
two sides of the camp.A Sunken Colony assists you, 
so let the enemy attackers come into range of the 
cluster | before defending against them. 


| Kerrigan reveals 
that you’re unable to 
control the buildings 
you're rescuing, 
making reinforce- 
ments all but impos- 
sible. Thus, it’s 
imperative that you 
use your forces 
wisely. You'll find 
additional friendly Zerg units at each Hive, but you 
don’t have the limitless supply of units a Hatchery 
would provide. 


Be 


TIP 
HILL ALL BUT ONE OF THE 
HYORALISKS ATTACKING 
YOUR Hives THEN, WAIT 
WHILE THE ATTACK 
CONTINUES, ALLOWING 
YOUR TROOPS A FEW 1 
MOMENTS TO HEAL SEFORE | 
RETURNING TO THE FRAY. | 
THE Hive HAS AMPLE HIT 
POINTS TO ALLOW YoU 

| THIS LUXURYs i 


You'll notice on the mini-map that another Hive 
cluster has come under attack. This one lies in the 
map’s northeast corner. Send your Hunter Killers to 
the new location, but expect some resistance along 
the way. After you reach the second Hive cluster and 
defeat the attackers, move one of your units next to 
the Hive to gain control of it, and you'll acquire four 
Hydralisks to assist you. 


A third Hive now becomes highlighted on the 
mini-map. As you make your way toward this Hive, 
you'll be ambushed, so keep your forces together to 
fight off any assailants. Upon your arrival, you gain 
control of a swarm of Scourge; put them to work 
immediately. The Sunken Colony near the fourth 
Hive is under attack by three Zerg Guardians, and 
the Scourge are a perfect solution. 


primagames.com | 


ZAM The fifth Hive is in the 
middle of the west 
side of the map. 
Deploy your forces 
when you get the 
message that it’s 
under attack. You find 
a renegade force of 
Hydralisks and 
Zerglings there that 
you can defeat after a 

short battle. As soon as you control the Hive, two 

Ultralisks head up from the south and attack this 

camp. You gain control of four Queens, as well, but 

don’t use their special powers yet. 


When this fifth Hive cluster is safe, move your forces 
south toward a group of Ultralisks attacking a small 
outpost of Zerg buildings. Use the Queens’ Spawn 
Broodling ability to wipe out these mammoth 
beasts. Another Ultralisk may be revealed to the 
east, battling four newly acquired Hydralisks. You 
should have one Queen left with enough energy to 
destroy the last Ultralisk. 


N11SS1ION #25 


INFESTED KERRIGAN: The Psi Disru 
causing me some very serious problen 
Although I’ve regained control of my 
here, it’s taking more and more conc 
just to keep them in line. 


JIM RAYNOR: Aww.... My heart’s bre 
you, Kerrigan. Now exactly why was it t 
asked Fenix and me to bring Mengsk to 


i INFESTED KERRIGAN: Are you still a | 
| that I'll kill him for abandoning me to the Zerg? 
I’ve gotten over it, Jim. We can’t afford to let — 

petty hatreds jeopardize our plans for the UED. 
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~~~ The sixth Hive 
"984 cluster lies in the 
map'’s lower-left 
corner, and it is 
under attack by 
eight Mutalisks. 
Move your forces 
there to engage the 
renegades and save 
the Hive. Now, locate 
the Nydus Canal as 
quickly as possible. It lies just northeast of the Hive, 
and is the only way to get your units into the area 
around the seventh Hive.When you get the mes- 
sage that the seventh Hive is under attack, you'll 
see on the mini-map that a large contingent of 
renegade Zerg units is causing wanton destruction. 
Your best hope is to reach the final Hive structure, 
because controlling it gives you a host of new units 
with which to fight. You'll probably find this new 
army very useful, as countless more renegades pop 
up for the final battle. After reaching the Hive, 
settle in for the final battle. It is a long one, but you 
have the necessary forces to emerge victoriously 
and complete the first mission. - 


REIGN OF FIRE 


ZERG MISSION & 
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20, ei 
> INFESTED KERRIGAN: Straight to the point, huh? I 
was hoping to chat. It’s been awhile. 


MENGSK: Not long enough. Why have I been 
brought here? . 


INFESTED KERRIGAN; I need your Psi Emitters, 
Arcturus. 


MENGSK: Why? 


-INFESTED KERRIGAN: Remember the , 
Confederate Psi Disrupter that you could never find? 
Well, the UED found it. And it’s preventing me from 

i controlling my minions. With the help of your Psi 
} Emitters, | can gather up enough Zerg to destroy 
the Disrupter and confront the UED. 


MENGSK: And what are you offering me in return? 


Dis 


i INFESTED KERRIGAN: Hah. Ever the politician. 
; ter, I'll help you retake Korhal from the UED. 


he a if you help me destroy the 


MENGSK: Hmm ... a tempting offer. What 
assurances do | have of you fulfilling your end of 
the bargain? 


INFESTED KERRIGAN: The only thing | can assure 
you of, Arcturus, is that without my help, you'll be 
the Emperor of your own little eight by eight cell for 
the rest of your life. 


MENGSK: I see that you're still a persuasive speaker. 
Alright, Kerrigan. Pll lend you some Emitters, but 
this had better be worth it. 


Zerg Tactics 


This mission starts with a few minutes of scripted 
action as Raynor’s Raiders destroy the generator 
that powers the Psi Disrupter. Once you gain 
control of the Terran SCV with the Psi Emitter, you 
‘can wander around and find Zerg units to control. 
You'll find two Zerg Drones immediately left of the 
SCV. Touch them with the Psi Emitter and build a 
Zerg Hatchery near the mineral fields and Vespene 
Geyser iin the area. You'll have to build Overlords 
before you can create more than one additional 
Drone. Be sure to concentrate on harvesting crystal 
and gas for the first few minutes of the game. 


ne et RE RENE FR 


™ Another resource 
node lies along the 
west side of the map, 
iin the middle. You'll 
encounter Terran 
Marines, Firebats, 
and a few Medics, so 
you must capture a 
force of Zerg units 

before taking 
this area. 


There are eight Zerglings you can convert with the 

Psi Emitter in the area around your camp, and'three 
Hunter Killers at the bottom of the ramp leading 

down from your base. Use these nine units to work > 
your way along the valley leading north to the next 


"mineral patch. You'll find some Devouring Ones 


(hero-level Zerglings) when you finally reach the 
minerals. The resistance you encounter is mostly 
Terran Marines in Bunkers, backed up by a Siege 
Tank. Send the Zerglings-straight for the Tank and 
let the Hydralisks cut away at the Bunkers, and you 
should minimize your losses. Heading east from the 
mineral fields, you'll find the awesome Ultralisk, 
Torrasque. 
~~, The valley leading 

| away from your base 

branches right, 

where you'll find 

another Terran 

Bunker and Siege 

Tank. The same 

strategy you used 

earlier will be as 

effective here, or you 

x can send in : 

Torrasque and watch him rip through the Terran * 
defenses. Farther <<: is a group of three more 


Hunter | Killer . These are the last Zerg units you'll 
find. At this poi the Terran SCV you've bee 
trolling final y-loses | 


~ 
| Keep forces 


_ and make trouble. 
They could come 
from either direc- 
tion, so don’t exploit 
ral patch until you have enough 

e both branches of the valley. 


119 | 
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\ While you explore 
and secure the valley, 
expand your base. 
Build Spore Colonies 
to defend against a 
small force of Terran 
Wraiths that visits 
your base after 
awhile. Build the 
Spawning Pool, 

Evolution Chamber, and Hydralisk Den as soon as 

you can; this lets you increase your ground troops’ 

effectiveness. When these buildings are ready, you 

can evolve the stlascins ability and change your 
i », Hatchery into 

a Hive. 


After securing 

the valleys and estab- 
lishing production at 
the second mineral 
patch, concentrate 
on building up your 
forces to attack the 
Psi Disrupter. Plan to 
attack with at least four full groups of units, mixing 
Zerglings and Hydralisks to make sure you can 
counter any air threat. Even with this large force, 
you'll need to reinforce your units during the battle. 
The Terran base lies in the northeast corner of the 
map. Your first group of attackers should 
concentrate on taking out Terran Siege Tanks and 
Bunkers. Don’t worry about the other buildings yet; 


M Minerats 
V VESPENE 


—» if you don’t 
neutralize the Siege 
Tanks, your forces 
will diminish too 
rapidly. A small 
group of Mutalisks is 
helpful here, if you 
can sneak them to 
the northwest corner 
of the map and then 
bring them in behind the main Terran camp. There 
they can divert attention from your main attack 
force. Don't try to fly the Mutalisks straight into the 
Terran base; it’s 
heavily guarded by 
Missile Turrets. 


You'll find the Psi 
Disrupter in an 
alcove in the north- 
east corner of the 
map, about a quarter 
of the way in from 
the eastern edge. 
You don’t need to 

\ destroy all the Terran 
buildings, because 
once the Disrupter is 
gone, your mission is 
complete. You'll have 
less trouble with the 


Disrupter, however, 
noe QP mere if you destroy: ‘the 
Barmase bulk of the Terran aA 
base first. 


| 


ere RAYNOR: It sounds like you’ve already got a 


‘Mori 
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out taking out the UED.The only real 
is what happens to us when she wins. 


: 
JARCTUI {US MENGSK: If you ask me, she’s com- 


pletely untrustworthy, But, so long as she'll help me 
retake Korhal, PH work with her. 


jim Meio Shut up,Arcturus. If | wanted your 
damn opinion, | would’ve beaten it out of ya. And in 
case you forgot, you're the reason she became what 
she is in the first place! _ 

<7 
INFESTED KERRIGAN: You boys should really learn 
to play nice with each other. Ay 


PRAETOR FENIX: Kerrigan, are your brettesy so to 


“assault Korhal as we planned? 


INFESTED Reeateents | still need a 
substantial cache of resources in order to build 


up my primary hive clusters. I'm wondering if you ™ 


gentlemen wouldn’t mind going on a fuel raid 


for me? 
—_. 


plan. whee are ya thinkin’? 


INFESYED KERRIGAN: I’m thinking that we 
should pay the Kel-Morian Combine a little visit. 

is one of the largest resource nodes in the ‘ 
‘sector. If you can bypass the Morian defenses, and 
steal enough resources from them, we’ll be able to 
afford a full-scale assault on Korhal. 


JIM RAYNOR: It’s risky, but I think we can handle it. 


Fenix, are you into this? 


PRAETOR FENIX: If it betters our chances, | will 
lead the assault myself. 


JIM RAYNOR: Great. Let’s get moving. 


... a few moments later ... 


INFESTED DURAN: Do you think they suspect 
anything, my Queen? 


INFESTED KERRIGAN: Of course. They aren’t 
stupid, Duran. They're siding with the evil they 
know over the evil they don’t.... They simply don’t 
yet realize what it will cost them. 


\ at the bacl 


Zerg Tactics 


You begin in the southwest corner of the map with a 
large assortment of Zerg units and Praetor Fenix, a 
Protoss Dragoon. Fenix must survive the mission, so 
protect him at all costs. Your other warrior units are 
Zerglings, Hydralisks, a Queen, and two Ultralisks. 
You also have eight Drones and four Overlords with 
which to start your first base. 


Your first base is not a freebie. an attack a 
small Terran outpost northeast of your starting 
position and destroy all enemy buildings there to 
set up your Hatchery and begin harvesting 
resources, A small detachment of Marines and 
Goliaths, and one Bunker containing four Marines, 
rotect the Terran Base. Your force of Zerglings and 
lydralisks can handle the Marines easily, but you 
should send your 
Ultralisks to destroy 
He the enemy Bunker. __ 
~ When all opposition’ 
is eliminated from 
this area, you can 
build your base. 


0, = 
¥. Place a security 


force at the north- 
east (and only) 


cake 


“access point to your new base.You need it to defend 


against curious Terran units that attack regularly. 
The Terrans will also use Dropships to land Marines 
behind y you, so keep some Zerglings and Hydralisks 
f your base. Building an array of Spore 
‘Colonies is algood idea, and you may as well keep 
Fenix back ere, too, because he can defend against 
Dropships wi shout, getting into trouble. 


. The rest of the Min 
Terran forces. 
but the Terrans 
points. There ai 
using air units on t sme 
map layout is a seri 
‘enemy camps, cn ee your r overland ee to 
narrow corridors and ied. 


heavily populated with 


Take time to buil 
attacking any of tl 
enough miner; 


e Gas at your first camp 

ictures available to you. 

r units also. The Terran camps 

ngth, so you don’t need to follow a 
attack. But, whichever target you 

st hit it hard right from the start. 
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(Bets 


Your task in this 
mission is to infest 
the Terran Command 
/ Centers. You must 
defeat the forces 
protecting each 
‘Command Center for 
your Queen to infest 
it. Keep an eye on 
your units so they 
don’t inadvertently 
destroy the Command Center before the Queen is 
finished with it. Although you can win the mission 
without infesting all of the Command Centers, the 
more you capture, the better off you'll be in the 
next mission. 


ue SS You can make 
So isk 7 Bal steady progress by 
se attacking each 
_ Terran base with 
three or four full 
__= groups of units. 
_& However, four 
groups won't 
be enough to 
overwhelm the 
Terrans in one 
‘wave, so you'll 
have to provide 
reinforcements. 
- You must re-supply 
“your initial force 
rather than send 
out a larger army, 
because it is too 
difficult to 
maneuver more 
than four groups 
through th the 
narrow valleys 


SS we) Que 


ae 


Each of your groups should include Ze 
Hydralisks, and, when you have them, 
‘When attaclinte aTerran camp, send 
the Siege Tanks first, then the Bunke 
enemy units. The Terrans will use clo 
and Vulture Mines, so keep one or tw 
nearby to spot these units for your wat 


The Zerglings are very effective against 
because they can attack from inside th 
mum attack range. Direct your Zergli 
Tanks in a group of at least three so the 
wipe out the entire group before it gets i 
Terrans are quite fond of using more than one Siege 
Tank at a time, so watch carefully as your units 


ee Some resource 

| patches are on the 

' plateaus above the 

| valleys, but Terrans 
protect almost all 


apace Me ges: 


orere 


plateau, out of the 
range of the Terran 
defenses, and then attack. However, some Terrans 
are in range of your Hydralisks from the 

valleys below. 


Tir 


(AS YOU PUSH TOWARD THE 


NORTHERN SASES LATER 
HN THE MISSION, YOU WILL 


(PACE RELENTLESS SCIENCE 
VESSEL ATTACKS, AS WELL 
AS THE OCCASIONAL 

} NUCLERR NNSSILe. 


Minenaks Mine rasan 
core Mal 
arise 


to destroy : some 
Terran Missi = 
Turrets a 2 
way—with air uni 
_ After you establish 
' at least two camps 
and have enough 
resources, build a 
Spi and then a 
Great er Spi da 

small group of Mutalisks. You then can morp! 
Mutalisks into Guardians and take out the Missile 
Turrets from beyond their maximum range.The — 
Guardians are extremely vulnerable to other, faster 
enemy units, however. Their cost makes them too 
valuable to lose, so they are unsuitable for attacking 
the main Terran bases. 


essary to destroy every Terran structure. 
ted or destroyed all five Terran — 
on the map or collected 10,000 
je mission. 


INFESTED KERRIGAN: Hab... Very we 


+ 
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M1SS10ON BRIEFING 


INFESTED KERRIGAN: You have all performed 
Superbly. Especially you, Fenix. My hive clusters are 
brimming with energy and my broods are stronger 


ARCTURUS MENGSK: Then let’s waste no time! 

Every moment we sit here means that the UED’s _ 
defenses will be that much stronger! And I want 

~ nothing to stand between us and the retaking of 
my planet! 


I INFESTED KERRIGAN: You're right, Arcturus. The 
time tq strike the UED is now. But remember that 
we're up against one of the most heavily defended 
- planets in the sector. Laying siege to Korhal won't be 
easy. Not only does the UED control a substantial 
standing army, but may have Zerg reinforcements 

as well: 


Raynor, you and Fenix will strike at the more 
outlying fortification, while my forces are busy 
_ assaulting the main UED base at Augustgrad. 


ARCTURUS MENGSK; We've discussed this plan a 
hundred times! Commence the ata 


Arcturus. Before the next sunrise, Korhal will be 
yours once again. 


ZeERG NNSS10N + 


Zerg Tactics 


You begi ‘in the southeast corner of a short, wide 
map. Three of the Terran Command Centers you 
infested in the previous mission are at your disposal, 
along with four Hatcheries and some Drones. Build 
your base up quickly 
>) to fend off regular 
| attacks from the 
Terrans and Zerg. 
Expect to see an 
enemy Zerg 
| Ultralisk within a 
few minutes. 


ae 


Your enemies can’ 


via northern, tc: and 
Pay attention coal, al 


You start with the 10, 
the previous missio 


to harvest fast en 
resource node, i 
position, in Area 


mission map). It is occupied 
‘ans in three Bunkers, 
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Two or three full 
groups of Zerglings 
should let you take 
‘over the new 
resource node at 
Area A. Build a 
Hatchery, and then 
fortify this location 
with Sunken 
Colonies and Spore 
Colonies. When you 
have about five of 
each colony, build a 
second Hatchery. 
You must be able to 
create a massive 
amount of units, 
because over- 
whelming numbers is 
the secret to winning 
) this mission. 


| The Terrans and 
enemy Zerg forces 
are intermixed 

- | throughout most of 
the map. Your forces 
must include 
Hydralisks to 
counter air threats 
and Overlords to spot hidden units like Lurkers and. 
Wraiths. After you’ve established and fortified your 
first two camps, spend some time building structures 
to upgrade your warri son Zerglings and 
~ Hydralisks; one or 
two groups of 
Guardians will 
come in very handy, 
however, so build a 


Greater Spi -and 

upgrade air attacks. 
iv 

You'll 

by Gi 


enemy Overlord, and supported by 
Siege Tanks. A few Spore Colonies ai 
Colonies at each camp should reinf 


number of widely scattered Terran and e 

structures and units in this area. Expect to 
Marines, Firebats, and Goliaths. Guardians 
for wiping out the enemy Sunken Colonies. 


A small enemy base lies south 


of Area B, on the 


edge of the map. Fortified with Missile Turrets and 
Sunken Colonies, it is best ignored until you have a 
group of Guardians on the prowl. Send them in, 
along with an Overlord to watch for cloaked 
Wraiths and Lurkers, and Hydralisks to deal with 


angry Marines. 


In the northwest corner of Area x one of the 
main Terran camps. After you wipe it clean of 
enemy units and buildings, establish your own base 
there. Although you control more than half the map 
now, the mission is not quite half over. Build two 


Hatcheries at your third camp 
units faster. 


There’s only one ground route 


to help produce 


, to the west, for 


finding the main Zerg camp, and it, too, is defended 
by Sunken Colonies and Lurke 
some sentries along the way, bi 
found the Zerg base when you 
northwest corner. 


strategy f producing large nui 


ready to atta 
least six Hatcheri 


rs. You'll run into 
ut you'll know you've 
reach the map’s 


Set the rally point 
for your 2 
Hatcheries/Hives 
to a position hear 
the enemy Zerg \ 
camp in the north- 
west corner, so you 
can maintain a 


steady supply of 


units. Continue the © 


imbers of cheap units, 


lings and Hydralisks. By the time you're 
the Zerg base, you should have at 
Hives. Create at least five 


or six full groups of units and:you can begin 


your assault. 


— 


You won't be able to completely destroy every unit 
in the Zerg main camp without using Mutalisks, 


because some of the enemy Z 


erg air units will hide 


in the extreme corner of the ‘map, where your 
ground units can’t reach them.A group of Mutalisks 
can clean up the remnants of the Zerg base, and 


then morph into Guardians fo 


map, and is acces only to 


r the attack on the 


‘ran camp. Be sure to keep a few 


the southwest corner of the 


land units, through 


the area where the enemy Zerg main base was. 
However, the Terrans have strategically located a 
Siege Tank on a plateau that your land units cannot 


climb. Guardians are the best 


units to use to take 


out the Siege Tank, but you must protect them with 


A CAIN me ER aah ns = 


oe 
tee tt 


Hydralisks, and Overlords, because the 


fi 


DEFENDING ON HOW YOU 
CHOSE TO APPROACH THE 
PREVIOUS MISSION, YOU 
MAY HAVE ONE OR MORE 
INFESTED CommaAND 
CENTERS. INFESTED 
MARINES ARE EXCEPTION- 
ALLY €FFECTIVE AGAINST 
BUNKER AND TURRET 
—EMPLACEMENTS, AND 
BECAUSE YOU WENT TO ALL 
THE TROUSLE OF GETTING 
THEM IN THE FIRST PLACE, 
YOU MIGHT AS WELL 
use THEm! 


THERE ARE A NUMBER OF 
ENEMY ZERG SCOURGE 
UNITS MINGLING WITH THE 
TERRANS IN THEIR CAMP, 
50 KEEP AN EYE ON YOUR 
AIR UNITS EVEN AFTER 
THE TERRANS SEEM 

|| WORN DOUINs 


¥ 


You must create wave after wave of units to wear 
down Terran defenses, so organize your rally points 

so new units are delivered near the battle. This mini- 
time you spend organizing and routing 
your units. You should have a lot of practice grouping 
“units by now, and attacking with five or six groups at, 
once is necessary in this battle. When you've 
eliminated all enemy structures, you win. 


et 


PY 
ne 


a 


M Mineracs 
VV VWESPENE 


AhSsSion BRIEFING 


INFESTED KERRIGAN: Cerebrate, Duran, the time has 
‘come to separate the chaff from the wheat. Now that the 
'UED’s power base is broken on this world, only their forces 
on Char pose any significant threat to me. It’s time to move 
to the second phase of my plan. 


INFESTED DURAN: And what of your allies here on Korhal, 
my Queen? What would you have done with them? 


INFESTED KERRIGAN: They are of no further use to me. 
\ Though they have proven themselves useful, it might be 
\aenzeraus to allow them to live. Without the services of 


Zeac Mission, > 
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General Duke, Mengsk will be easy to deal with. But 
Raynor and Fenix are uncannily resourceful. They 
must all be eradicated. 


Cerebrate, | want both General Duke’s and Fenix’s 
bases destroyed. Leave no one alive. 


INFESTED DURAN: My Queen, if | may suggest a 
strategy? Both the Protoss and Terran forces are 
resting after our previous victory. If we attack 
immediately, while most of them are asleep and 
unaware, we can whittle down their defenses with 
relative ease! 


INFESTED KERRIGAN: Clever. How long after our 
initial attack can we expect them to regroup and 
retaliate? 


INFESTED DURAN: I'd say in 6 minutes. 


INFESTED KERRIGAN: That only gives us enough 
time to launch a surprise attack against one base. 
But it is a sound plan. Cerebrate, feel free to launch 
itial attack against either base. Failure is not 
an option. Slaughter them all in my name! 


Zerg Tactics 


This mission opens with a few seconds of scripted 
action, as three Zerg Lurkers move in on a group of 
Terran and Protoss units loitering in a small valley. 
The Lurkers burrow into the soil and rip up the 
unsuspecting group. They then reappear and lead 
you back to your base. All my structures are visi- 
ble from the start of this ion. 


Once you gain control of your base, you have six 
minutes during which the Terrans and Protoss pro- 
duce no new units. Use this time to destroy as much 
of the enemy forces as you can. The Terrans are 
along the west side of the map, and the rotoss are 
st. Because 


s to the first 
camp in the 
corner 
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iT1P 


Set your ORONeEs TO 


(WORK AS THE 51X MINUTE 
|)TIMER BEGINS TO COUNT 


)DOWN. THEY CAN COLLECT 
ALMOST 1,000 units oF 
MINERALS WHILE YOU 
\ARE DECIMATING THE 
ENEMY SASEs 


When you launch your attack on the second 

Terran base, concentrate on structures used to 
create higher level Terran units, such as the Factory 
and Barracks. If you destroy these buildings before 
time runs out, the Terrans cannot produce those 
units to attack you. Also, make sure you take out the 
Bunkers and any units trying to defend the base. 


During the six-minute countdown, you should 
be able to disable the first two Terran camps 

completely. After the counter runs out, concentrate 
on fortifying the areas you captured, including your 
original base, because the enemy counterattacksiare 
fierce. The Protoss respond first, because you didn’t 
di sh their ability to make war, so be prepared. 

Create at least six Sunken Colonies around ae = 
Starting location. When you have enough S 


encampment as — 
well. Continue 
cleaning up the 
Terran structures 
with the forces you 
used to de: 

their base. 


Notice that the two 
areas you captured 

from the Terran 
army are accessible from only one direction—a 
bridge at the south end of the area. Position your 


rs. The Protoss will attack your 

‘the south and east. Expect most of _ 
from the south. The most diffi- 
sion is surviving the counter- 
strikes that occ imost immediately afterithe six- 


minute countdown. 


After you secure your section of the map, build four 
more Hatcheries near the resource patches you 
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ases to counter air threats—the Terrans 

"ie and the Protoss will 
—» use the skies against 

you if you let them. 


When you’ve 
upgraded your units 
and fashioned a siz- 
able attack force, 
concentrate on wip- 
ing out the first two 
Protoss outposts, in 
‘the eastern and hortheastern\ reas of the map.The 
Protoss use Dark Templar, Arbiters, and Observers 
“quite often in this battle, so keep a few Overlords 
around to spot hidden units. Your attack groups 
should include a mix of Zerglings and Hydralisks. 
| Don’t create additional expensive units at this point, 
because the first two Protoss camps are relatively . 
easy to c estroy. By producing’ more economical units , 
. continuously from all six Hatcheries/Hives, you can 
overwhelm the Protoss defenders. 


Bicontinveyyour attack on the Protoss from the north 
and move southward. Keep a garrison at the bridge 
entrance near the second Terran camp you 
‘destroyed, but move all your attackers north and let 
| them move south through the Protoss outposts. 
e Eventually, you'll be in the right place to commence 
= we, Your attack on the 

z = main bases in 
{ the south. 


Concentrate 

your attackers on 
the Protoss Photon 
Cannons and 
Dragoons, to 
eliminate the threat 
to your escorting 
Overlords, Reavers also are very destructive and 

‘ should be a priority. You can ignore Pylons until 


; you’ve destroyed all other structures in the area. 


After destroying the first two Protoss outposts, 
you'll discover a bridge leading to each remaining 
base. A bridge connects the two camps, as well, so. 
as you attack one, locate this connecting bridge 
and block it with units so you don’t get caught 
from behind. 


k doesn’t matter which enemy base you attack. 
Both main bases are quite rigorously defended, so 
‘include heavy units such as Guardians and Ultralisks 


in your attack groups. Because these units are very 
expensive, you may find it difficult to support pro- 
duction for an extended period of time. Hence, keep 
careful watch over your best units. If Ultralisks are 
under attack by Terran Battlecruisers, they can’t 
fight back, so let them retreat unti! your Hydralisks 
can intervene. 


In the main Terran 
e, you'll find 
Battlecruisers, 
a Siege 
Tanks, and all the_ 
other regular Terran) 
units. Adding to 
your problems are 
—_ a couple of Siege 
. Tanks perched atop 
a nasty plateau that you cannot ascend. Guardians 
are usefull when you spot these Tanks. Sending in a 
full group _, aa great way to destroya 
Battlecruiser. The Hydralisks aren't expensive to 
produce and they make short work of the Terran air 
unit. Keep your Zerglings and Ultralisks busy on 
Siege Tanks and Missile Turrets, while the Hydralisks 
go after air units. 


In the Protoss 
camp you'll find a 
seemingly limitless 

' supply of Reavers and 
Carriers. The Reavers 
take up a position on 
their side of the 
bridge and make it 
difficult for you to 
get enough units 


nits such as Mutalisks or 
ittack air unii But, be 


Another way toc 
waste their an h 


until the oe is des: 
other unit types into 
real damage. 
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When you find Fenix, he'll speak to Kerrigan briefly, 
and then attack you. You must destroy Fenix to win 


TIP ; : 


(|THE PROTOSS CARRIERS 


SEAM, the mission, and he 
| is easily dispatched 
with swarms of 


ARE DECEPTIVELY EASY TO " Zerglings and 
DesTROY: USING A FULL ‘Guardians: 
GRour OF HYDRALISKS, § 


ATTACK THE CARRIER AND 
IGNORE THE SHIPS IT 
SENDS OUTs WHEN THE 
CARRIER 15 GONE, THE 
SHIPS WILL SELF- 
DESTRUCTs 


Finish off Duke in 
the same fashion you 
dealt with other 
Battlecruisers— 
using large groups of 
Hydralisks. When all 
| enemy structures 
are destroyed, and 
Duke and Fenix are 
dead, you win 
| the mission. 


Arbiters are abundant in the final Protoss camp, and 
they're a nuisance. You must keep moving Overlords 
into the battle so you can see what the Arbiters are 
hiding, and when you try to attack an Arbiter it will 
flee to higher terrain or behind its own lines. 
Mutalisks or Scourge are very effective weapons 
against the Arbiters, but they're vulnerable when a 
attacking on their own. The key to defeating the 
Protoss main camp is to use a combination of uf | 
weapons, so no single type of unit attacks the 


camp alone. a 


Wission #G!2 Fury OF THE SWARM 


INFESTED DURAN: My Queen, our 
have just discovered a massive wave 
high orbit. Hundreds of Zerg have lang 
Tarsonis and are even now approachin 
location! A number of our outposts a! 
under attack by the renegade Swarm! 


V VESPENE 


INFESTED KERRIGAN: So, the UED is 

out their control of their pet Overmind. 
hoped to lay low after we razed Korhal, 
seems the UED is intent on forcing my h: 


INFESTED KERRIGAN: Yes. We've got to defend 
our remaining outposts and make sure that the 
renegades can’t gain a foothold in our immediate. 
vicinity. Once we've secured our perimeter, we'll 
begin to take the fight to their hive clusters. 


and, 
ex 


INFESTED DURAN: Shall J rally your forces, \ 
my Queen? 


mission on an island in the middle of 
ids. Although you're inaccessible to land 
lands around you are connected, except 

etwe e ring’s north and south half. You have 
four ‘oufpostsion ring islands, and they fall under 
yee 


Don’t engage the enemy in battles that you cannot 
win; retreat from the southernmost island and 
hide on the western edge of the second island (see 
pee map).At the same time, go to one of your 
on the east side of the map (both of which are 
ancd to be mes) and spawn a Drone. Then, 
A have the Drone and 
\\all remaining troops 
hightail it to the 
| coastline, leaving the 
base to be overrun. 
Although it is more 
exciting to stand and 
_ fight, at least now you 
‘have a force that can. 
“retake one of your _ 
bases after the enemy 
disperses. 


a 


_ You need Spore 
‘Colonies to defend 

the central island __ 

| from air assaults. 
Because your space is\, 
limited, use 

Hydralisks and 
Zerglings for ground 
defense instead of building Sunken Colonies. Build a 
Spawning Pool and Hydralisk Den because the ones 


defenses stationed on your central island throughout 
this mission to fend off transported enemy units. 


The enemy attackers that eliminate your camps will 
disperse when their job is done, leaving several 
prime locations for setting up expansion bases. 

| Research Ventral Sacs for the Overlords so you can 
lift your units to the new resource patches. Because 
enemy Zerg Hatcheries are already being developed 
at the vacated resource nodes, send Hydralisks and 
Zerglings along with your Drones to clean up the 
enemy structures in each area. A few Lurkers await 
you on these islands, as well, so use Overlords to 
spot them. 


in your ring camps will be destroyed. Keep ground a. F 


=>, Expand to the 
islands either 

north or south of 
your central base. 
It’s unnecessary and 
difficult to expand in 
both directions. 
Enemy Zerg forces 
keep you busy 
enough trying to 
establish control 
over just one half of the ring. Send air.units to 
attack the half you don’t conquer to minimize 
attacks from this direction. 


Three main enemy encampments stretch along the an 
estern edge of the map. There's only one land : = 
te in the north and one in the south from which 
your expansion bases are accessible, so station your 
warriorstag.the c choke points leading west. 
ea bebe oe RE, 


Build two Hatcheries at each of the two resource 
nodes you find. Air units are very useful on this map, 
so build the structures you need to develop 
Mutalisks and Guardians. Spend equal resources 
building and upgrading both air and land units. Use 3 
your easternmost camp to build air units, and send 
them to attack the ring islands that still have enemy 
Zerg camps. Meanwhile, build up a large number of 
ground units at the 
choke point leading 
to the main camp in 
the west. 


As the enemy 
Zerg armies build 
up, Guardians and 
Devourers attack 
you more and more 
frequently. Your 
them all, so keep: 


ig aphaad a 
up of 


aescrevite enemy. 
Overlords. We 


Spore Coloni ee = 
produring Mutali 


a 
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for a very difficult choke point. Don’t fight your way 
across the bridge; instead, rush your units to the 


Tl Py | open spaces on the other side before letting them 

engage. You must move at least three or four groups 
THE ENEMY ZERG FORCES i of units into the Terran base to clear a safe zone on 
CONSTANTLY SEND | the other side of the bridge. 


\ 9) Si HvorRauskhs AND 
LURKERS TO HARASS YOUs 
KEEP AT LEAST ONE 
OVERLORO WITH EACH 
GRour AT ALL TIMES TO 
SPOT SURROWED 


CAUTION 


1F YOU LET YOUR UNITS 


LURKERSs 
ATTACK THE TERRANS AS M Minerats 
THEY MOVE THEY'LL STOP iy VV WESPENE 
IS RONS % \ i P Protoss Outposts mn 
i BRIDGE: T i\ oun eS 
ee {8 After you’ve FORCES wit Se \ EACON ) 
ee 


“A researched all 
upgrades and have 
a large attack force 
| massed, you’re 
ready to assault the 
main bases. Early in 


Mission BRIEFING 


2 INFESTED KERRIGAN: Cerebrate, it’s 

time we returned to Shakuras. | have some SS 
unfinished business with the Dark Templar 
Matriarch, Raszagal. I'll need to steal her from her ~ ‘ 


the mission, your Have your Guardians eliminate the Missile Turrets 

objective changes quickly, because you need to move your Overlords _tribe before we can finally assault the Overmind on 
from destroying enemy Zerg to killing all Terran into the area of the Terran base to spot Lurkers. eter. However, her defenders will not simply allow pe, 
Scientists. You'll find the Scientists in the Terran Remember, another whole enemy Zerg army us to take her away. Zerg Tactics 
camp in the middle of the west edge of the map. beyond the Terrans awaits its chance to kill Rien this mtsion 

unnecessary, to attack the second Zerg camp, | but be res DURAN: The Pylon clusters are Reems cue mission in: themMnS Seti EUHer, 
To reach the Terrans, you must first eliminate the prepared to defend sence ing some sort of electromagnetic field that with eet os ontal base; BUG Miata aiaenreat 
preventing our flyers from maneuvering. We Won't Coe ee rand | 


Zerg base in the northwest or southwest corner, 
} One method is to overwhelm the enemy Zerg with a 
| large number of Zerglings and Hydralisks, but you'll 
make better progress with Ultralisks and Hydralisks. 
Because you can draw min 
resource patches, you can 
Ultralisks. Guardians are also useful when ae 
the main base. Hy 


| against attackers — 


| have any air suppor’ ¢ at all. s . til B immediately, and 

. _ build a Hatchery on 

the ridge, northwest 

“a of your base. Fortify 

it with Sunken and 

Spore Colonies, and 
i 


‘ continue moni itoring 


| from 


When all 30 UED i INFESTED KERRIGAN: Then we'll need some new 
Scientists are dead, - strategy..., 
| the Terrans lose ' 
control of the Zerg 
armies and you win 


INFESTED DURAN: Perhaps it would be best if we 
staged some kind of diversion, my Queen, and 
claimed the Matriarch during the confusion. % 


' INFESTED KERRIGAN: What did you have in 
mind, Duran? 


INFESTED DURAN: The Protoss outpost of 
Talemantros is built upon a large mesa and is 
essentially impregnable to ground attacks. 


However, Talemantros is fueled and supported by a 
number of adjacent pylon clusters. | believe that if 
we Can cause a surge within those Pylon clusters, we 
an cause Talemantros’s power grids to overload. The 
resulting explosion will be the perfect ¢ cover for 

retrieving the Matriarch. 


INFESTED KERRIGAN: Clean, simple, devious. | like 
it Make it happen Duran. Cerebrate, you'll provide 
“cover for Duran as he infiltrates the Pylon clusters. 

\ Let nothing stand in our way! 
} 
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THE ENEMY USES PLENTY 


(OF DARK TEMPLAR IN 
THs MISSION, 5O YOU"LL 
NEED DETECTOR UNITS TO 
SPOT THEMs 


i 
— 


Your goal is to get Duran to each of five Beacons 
that are situated around the map in Protoss out- 
posts. Unfortunately, you have no access to air units 
in this mission (other than Overlords), so you must 
find a way to defeat the enemy without air support. 
Groups of Dark Templar will attack your base often, 
so keep your Overlords near entry points so your 
units can spot them. 


Once your starting base and the expansion bases in 
Areas A and 8 are secure, build up a force of 
Zerglings and Hydralisks (24 of each) to sweep over 
the Protoss base in Area C.This is the last area of 
resources you require to complete this mission; how- 
ever, if you want additional minerals or Vespene, you 
can also easily capture Area D.When Area C is 
secure, move your forces up to Area E and build a 
Nydus Canal connecting you to your home base. This 
z will make your 
efforts far easier 
when you go after 
| Beacons I and 2. 


REPEL PROTOSS COUNTER- 
ATTACKS, SUT BE AWARE 
THAT DURAN 15 OFTEN THE 
PRIMARY TARGETS IF HE 
DIES, THE MISSION ENDOSs 


After Duran activates Beacons | and 2, continue to 
Beacons 3, 4, and 5.You must move slowly and 
attack with overwhelming forces every time you 


attack, because there are no air units for you to use. 


Put extra resources to use by fully upgrading your 
units and by building Ultralisks. The Defiler can also 
be a great weapon in your arsenal, burrowing under 
mem, Enemy, positions 

) before you move in 
| with other units to 
overtake them ina 
frenzy of shield hits 
and blood. 


The northeast 
Beacon is by far the 
_most difficult. Send 
wave after wave a 
-Zerglings and — 
. Hydralisks to elimi 
| nate the hor 
Reavers tha 
to your attack. 
| you’ve managed t 
activate all five 


you’ve won! 


Beacons with Duran, 


_BROOD WAR: ZERG MISSIONS 


AY THE Beast 


“=| @ Overmind 
M Minerals 
V Vespene 


ZerRG-iission-& 


‘ ATUL: Kerrigan, this is Zeratul. | demand to 
INFESTED KERRIGAN: The time is finally upo Pwhy you’ve taken our Matriarch. | 
my minions, to destroy the wretched Overmind : 


the last of its Renegade Cerebrates. 


We can count on the UED providing us with heavy. - 
§ resistance, but not even they can stand in our way.» 
' Now that the Matriarch Raszagal is in my custody, 
' | possess the means to attack the Overmind with 


} impunity. e. 


me.The only way | had of assuring 
was to take away that which you 


| INFESTED DURAN: But my Queen, | thought 
only the Dark Templar’s energies could harm the 

' Overmind and its Cerebrates. Even with the 

_ humerous Broods at your command, any attack we 

* launch against the Renegades will be in vain. 


INFESTED KERRIGAN: Not so, Duran. As a 
matter of fact, I’m expecting my secret weapon 

| to be arriving very soon. 

2 

_ INFESTED DURAN: As you say, my Queen. But | 
still don’t understand wh— 


We are receiving a transmission from an 
_ unidentified Protoss Carrier .... 


ul. Obey me as you always 


% nt } 
 INFESTED KERRIGAN: That’s what | love about the y_well, Matriarch:The Overmind will 


| Protoss. ... They’re so punctual. 
Givi ce 133 
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— 
er Pte ee — 
Zerg Tactics _ 


Your enemies on this level will hit you harder than 
ever and they’ll never stop trying to regain any base 
you take from them. All resource nodes captured 
from the enemy will have to be strongly fortified or 
you risk losing them. You cannot afford only a light 
attack against the enemy because it will just stir up a 
hornet’s nest of aggression. Strike hard and fast, or 
not at all. 


DIFFICULT MISSIONS IN THE 
Game. YOu wil FIGHT JOINT 
TERRAN/ZERG FORCES, 
AND THEY'LL BE USED 
AGAINST YOU TO GREAT 


| 
EPrecTs ALL OF YOUR 


WORST NIGHTMARES ARE 
HERE! GUARDIANS SENG 
HEALED &Y MEDICS, 
}GOuATHS AND HYORALISHS 
‘ATTACKING SIDE BY SIDE, 
AND WAVES OF VALKYRIES 
AND DEVOURERS RAINING 
DEATH FROM THE SHIESs 


You must protect your Gateways, Pylons, and 
Templar Archives at all re a you lose all your 
Dark Templar and the ability to make Dark Templar, 
you lose the mission. The computer will be sneaky, 
sending Tanks to your Gateways and Templar : 
Archives when you're 
not looking, so make 
| sure you have strong 
air and ground 
defenses around 
those hulidings. 


by both 
the orange forces fairly early in the gan 
increase the defenses at both ends of 
right away. Move an Overlord and a Dai 
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__all three upgrades for your Hydralisks, and get the 


NOTE 


You"LL PROBABLY LOSE 
Some TOWNS AS WAVES OF 
THE ENEMIES COME AT YOU. 
JUST REBUILD AND KEEP 
PUSHING FORWARD, AND 
YOU'LL SEE VICTORY. THE 
+EY IN THIS LEVEL 15 
ALWAYS TO PROTECT YOUR 
EXPANSIONS AND REBUILD 
THEIR DEFENSES WHEN 
THEY'RE DESTROYEDs 


AAs soon as you can, drop a couple of Sunken 
‘Colonies and a Spore Colony at each end of your 
base. Prepare to replace your Sunken Colonies as 
they are killed; there will be early attacks by 
Infested Terrans who will destroy your Sunken 
Colonies easily. You may also want to build Dark 
Templar for defense, as they start the mission fully 
upgraded and are deadly against any enemy without 
a detector. Putting any Dark Templar you build on. 
patrol just outside your protective line of Sunken 
Colonies makes it much tougher for an enemy _ 
attack to succeed. he 


As you build up to attack the first enemy area, get 


ed attack and armor upgrades rolling, well. j 
Research the Pneumatized Carapace (Extra peed) 
upgrade for your Overlords at the Hive; your | 
Overlords: 
mission, and 
away. You also ne: 
base to build the large nui 
level demands. 


chased around a lot during this be. | 
ant to give them a chance to get 
ater Hatchery in your main 
bers of Hydralisks this 
After weathering a few attacks and once your j 
economy is strong, deploy a fairly large number of 
Hydralisks with Lurker support to remove the | 
enemy base in Area A. Twenty-four Hydralisks with 
four to six Lurkers as support should be more than | 
enough to do the job. However, you'll want extra | 
troops there to hold it, because the enemy drops i 


troops there all mission long, trying to take it back. 


the Speed upgrade) to keep a 


BROOD WAR: ZERG MISSIONS 


on _ At this point, hun- 
a ker down and build 
“*" a Hatchery to mine 
resources from 
Area A. Although 
you should build a 
a) few Spore Colonies 
for air defense (and 
as detectors), you’ll 
primarily defend 
this area with all the troops left over from the initial 
attack on the base. You can be sure that the enemy 
will come calling again and again. Once the area is 
secure, and you've begun to mine this base, turn 
your eyes northward to Area B. 


WHEN YOU GO AFTER THE 
OVERMIND IN AREA BR, 
FIRST SRING IN YOUR 
QUEENS AND USE SPAWN 
SROOOLING ON AS MANY 
OF THE TANKS, 
ULTRALISKS, AND 
DeFILERS AS YOU CANs 
THIS MAKES THE ASSAULT 
MUCH EASIERs 


Your next task is to set up an expansion at the 
resource area in Area C. Build a Nydus Canal in your 
main base, but don’t place the other end, yet. Then 
build 12 or so Hydralisks and a couple of Drones and 

put a ‘Overlord headed for Area C. Once 


TIP 


AS YOU GATHER rouR 
FORCES FOR A PUSH 
NORTH, MAKE SURE TO 
BUILD A QUEEN'S NEST, 
AND THEN UPGRADE YOUR 
LAIR TO A Hives YOULL 
NEED THIS TO UPGRADE 
yourR HYORALISKS TO 
LeveL. 3 ARMOR AND 
ATTACK. 


“Beets Hatchery is complete, select the Nydus 

Canal you just built and Place the other end in your 

new base in Area C. Be sure to defend the area as + 

you've been defending your other areas. 
It’s time to prepare for the assault on Area D. 
Create as many Queens as you can to take care of | 
troublesome enemy units. Also, bring in half a dozen 
or so Uit ks to lead the charge and to absorb the 

~ bulk of the damage. You'll need a large number of 

Hydralisks. to'clean up the town and take care of the 

air units, as wells. 

‘ ss * 


in your assault, lead with Ultralisks 


ent after Area A: 24 or so Hydralisks with Lurker 
| support. Don’t pull these units from defending Area 

A; you'll need them there. Make new ones, send your 
i troops north, and watch the white town crumble. » 
_ Leave the units there, as the enemy will try to ‘ : : 
: retake the town. However, make sure that you keep When you begii 


units away from the ~~ and follow wit! 
SSS, lava 
, a | Guardians will make = 
| | short work of any 


iffs. Enemy Dark Swai 
owas. 67 
ground unit that 


strays too close to 
the edge. 


You now hold a com- 

plete (if very large) 

island. You'll need to 

e air to 

all your 
expansions on the eastern edge of the island are well 

= defended with 12-24 Hydralisks and a Lurker or two 


to the first. 


ex 
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\ Lurkers. However, 
it’s nothing that a 
few Dark Templar 

' can’t handle. 
Annihilate the 

» Overmind to 
complete 
the mission. 


After you break through the defenses in Area D, 
wipe out the entire area. All that remains now is to 
assault the plateau, where the Overmind resides. 
‘Once more, use Queens to parasite one or more 
enemy units on the plateau, and then use Spawn 
Broodling on whatever you find most offensive. After 
you’ve thinned out the enemies, deposit another 
round of Hydralisks and Ultralisks on the ledge on 
the south side of the plateau and overrun Area D. 
Make sure you have lots of Overlords to cover your 
advance because he Overmind is virtually ringed by 


NWiIssion #3 THE RECKONING 


M Minerals 
V Vespene 


NhisSiON BRIEFING . 


INFESTED DURAN: My Queen, with the Overmind 

and its Cerebrates destroyed, all of the Zerg in this 

sector have reverted to your direct control. The 

remnants of the UED fleet have fled the planet, 

but I have no idea how many functional ships they % 
still possess, i 


We have finished relocating your prim: jive INFESTED KERRIGAN: Heh. They still believe that 


N 
th 
a 
inf 
3 
ih 
i} 
ok: 
: 
ei  R 


clusters to this orbital platform. Howe do she can be saved from my influence—Zeratul will be 
have a problem. Somehow, Zeratul ai ethren very disappointed to learn that Raszagal is beyond 
were able to bypass our defenses an heir redemption. How much time before their fleet is 


Matriarch away from us. ready*towdebark for Shakuras? 


hey will be capable of 
ithin thirty minutes, my Queen. 


INFESTED KERRIGAN: Darn you Zerat 
a formidable adversary. Where have 1 to, 


Duran? = 
N: That may be all the time 


we need. Cerebrate, mobilize all of my brood 
and send them to the surface of Char. ! want you 
to bring both the Matriarch and Zeratul to me 
alive. Terminate the remaining Protoss with 
extreme prejudice. 


INFESTED DURAN: Our scouts reported they 
have regrouped with a number of Protoss 
on the surface of Char. The Matriarch is being held 
within a stasis cell, leading me to suspect thatithe 
Protoss will attempt to take her home to Shakuras. 
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The key to this level is speed and your ability to 
larvest resources while conducting attacks as 
ossible. Begin by having your Hive and 
uild two Hydralisks each, while at the 

e, sending your Guardians south. In AreaA 


he minerals and gas at this base,so eon moving. 


love to the rarnp in Area B and take out the 

iege Tank. Then send your Ultralisk into the base, 
followed immediately with most of your existing 
force: all of your Zerglings, one of the two Lurkers, 
and all the Hydralisks, including the four you just 
made. This force should be enough to take out the 
base. Once this is done, spawn a Hatchery there 
prmediateliy as 


At this sonnei: 

resources as quickly 

__ as possible. Assign 
two Drones per 

~ mineral patch at 
each base, and four 
Drones per 
Assimilator. 


INOTE 


MAKE SURE YOU GET ALL 
HYORALISK, ULTRALISK, 
AIR UNIT, AND OVERLORD 
UPGRADES. YOU'LL ESPE- 
ICALLY NEED THE 
\OveRLoRO SPEED AND 
TRANSPORT UPGRADES, 
BECAUSE YOU MUST 
DEPOSIT YOUR TROOPS ON 
(A CUFFSIOE ENEMY BASE. 
(Don't FORGET TO 
RESEARCH THE MELEE 
ATTACK, MISSILE ATTACK, 
AND ARMOR UPGRADES AT 
THE EVOLUTION CHAMBER, 
AS WELL 


“\. Before sending your full attack group along the 


Keep the resources flowing, because it’s time to 
prepare the massive Hydralisk hammer you'll use to 
crack the Protoss base. You must build 48 Hydralisks 
and a support force of five Guardians. You need at 
least five Ultralisks to lead the charge and take the 
brunt of the damage from enemy Reavers and 
LST, Psionic Storm. As 
rs you build your attack 
% _ force, use your 
{ ‘expansion Area A as 
a staging area, foiling 
attacks from the 
Terrans inArea C. 


Group a bunch of 
your Overlords and 
send them in to spot 


52% 
the enemy Dark Templar. You can go whenever you 


feel ready, but you should assume it'll take at least 
five minutes to clean out the base, so try to attack 
somewhere ind the 10-minute mark. = 


16 YOU CAN DEFEAT THIS 
|M1S5S10N WITH AT LEAST 
(FIVE MINUTES REMAINING 
(ON THE TIMER YOUTLL 
GET ACCESS TO THE 
SECRET Levec! 


“bottom edge‘of the map, clear the area of the Siege 
Tanks stationed)on top of the overlooking ridges, as 
well as the Bunker. that guards the midpoint of your 
intended route. Use Guardians here because with 
them you can kill ‘all of the opposing force without 
suffering a single easu ty. After the way is clear, 
move your as! ult orps so that they are just 
outside the Pro’ AS *, 


sparing the Hydralisks. Us your Guar 
off enemy Reavers and Templar trying 


your Hydralisks as they make t way throu 


the plateau, while. the 
ing left in the main area. 


h the deed. Capture Zeratul and 
id destroy. the Protoss base within 
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SecReT NISsions DARK ORIGIN Area A is well defended by a Siege Tank and a row of 
it the Photon Cannons are immune — 
of your Dark Archons. However, if you 
jough to the Cannons with a Science 
Vessel, you'll get the 
~~ s,_ attention of a 
: Battlecruiser. When it 
ambles over, let the 
_ Dark Archons do. 
their thing. When the 
_ Battlecruiser is under 
| your control, take out 


@ BEACON the Pylons in front of 
4 PyLous 

the Photon Cannons 
ie to disable th 
> MariNne/FIREBAT GROUP , to disable them. 
T Tank . =A 
B BatTTLe Cruiser Once you’ve cleared Area A and further au; mented 


ur forces | through Possess, take time to have 
Zeratul examine the 
™\ two Beacons in this 


Zeac Secret NWNSsion 


about the dark 
scheme. 


Zerg Tactics 
— 
You've made it to the secret bonus mission, but just 
because it’s secret doesn’t mean it’s all fun and 
games. This mission has its own special challenges 
you must overcome to make it all the way through. 
You begin in the upper-left corner of the map with 
Zeratul, four Dark Archons (complete with Possess), 
_and a pair of Dragoons. Ya 


| 
YOU GET THIS SECRET 
ONUS MISSION AUTOMATI- 
(CALLY WHEN YOU COMPLETE 
Zerc MsSs10nN 9 wit 
MORE THAN FIVE MINUTES 
REMAINING ON THE 30- 
MINUTE COUNTERs 


Move cautiously 
toward Area B using 
your Science Vessel 
to spot for your Siege 
Tanks. If you don’t 
" have a Science Vessel, 
| capture the one near Area B. You'll also find an SCV 
“near one of the Stasis Cells in Area B. Grab it so you" 
i can repair your Battlecruisers and Tanks as the 


' 


fe 


troops cautiously south, until you ¢: 
me Terran Marines. Send Zeratul forward 
ur vision until the two Siege Tanks 
‘come into vie en use your Dark Archons to 
Possess both Tanks sin taneously (You may 


NisSION &R1EFING 


NWiSsion #105 OmeGcaA 


| area,and learn more — 


mission progresses. Don’t bother trying to Possess 
the groups of Marines on the platforms around Area 
_B; instead, use your Siege Tanks to take them out. 


_ Move through Area B (having Zeratul stop by the 


Bescon), and then Proteed : south toward Area C. 
— This is the map’s 

i” .most heavily 
defended area, but it 
gives you a chance to 
pickup some new 
units. There are three 
Battlecruisers, four 
Wraiths, three Siege 
Tanks, and even a 
Science Vessel you 
can capture, if you’re 
careful. Move up slowly and use your Science Vessels 
to spot for prong Siege Tanks and your Dark Archons. 
When you've secured a path, move Zeratul to the 
Beaco! 


the mission. 


aS 


SL won't, give 
‘You can le; 


way the story line behind this mission. 
he ugly truth for yourself. 


the center of the Terran Base to end~— eae 


ZERATUL: My friends, we have suffered a great 


' 


defeat. Our Matriarch is dead, our fleets have been 
scattered across the Astral Winds, and Kerrigan has 
gained complete control over the Zerg Swarms. 


warriors. Once we have areal contact 
can return to Shakuras and plan our 


PROTOSS HIGH TEMPLAR: Prelate 
are currently tracking Protoss power 
emanating from an uncharted moon 
records do not indicate that there has 
Protoss settiement in this quadrant. 


ZERATUL: Strange. It could be Artan 
survivors of our fleet down there. At any ‘rate, it is 
our duty to investigate the source of the energy 
signatures. Set your course for the dark moon, If 
Artanis is there, we shall find him. 


Rapture a Soleiice Neel at the’same itime). 
= > As you 

moving south, you'll 
_ encounter a pair of 
Medics that would — 
also serve your cause 
“well. Why not— 
| Possess the 

Medics, too. 


POSSESS 15 YOUR SE5T 
FRIEND IN THIS MISSIONS 
YOu CAN USE 1T ON ALL 
INOS OF ENEMY UNITS, 50 
DON"T HOLD SACK. 


M MINERALS 
V WESPENE 


Zens Mission 10 


13¢ 
primagames.com 


TARCRAF T 
{EF =) 


PRIMA'S OFFICIAL STRATEGY GUIDE 


BROOD WAR: ZERG MISSIONS 


=! 


NWisS1ION BRIEFING 


INFESTED KERRIGAN: Cerebrate, our scouts have 
just identified three separate fleets approaching this 
platform. With Duran having disappeared, and the 
bulk of my broods still on the surface of Char, you'll 
need to hold off the invaders by yourself. 


MENGSK: You sound worried, Kerrigan. Have I 
caught you at a bad time? 


INFESTED KERRIGAN: Not at all, Arcturus. 
How’d you manage to scrape up your new fleet? 
Been raiding the salvage dumps again? 


MENGSK: | called in a few favors. Made a few 
concessions. You'd be surprised to see how many 
special interest groups in this sector want to see 
you dead. 


INFESTED KERRIGAN: I’m sorry to have to 
disappoint your new friends, Arcturus. But you really 
shouldn’t have attempted this stunt. It’ll take more 
than your three little fleets to bring me down. 


MENGSK: Three fleets? 


INFESTED KERRIGAN: Don't play dumb, Arcturus. 


INFESTED KERRIGAN: | don’t think so, Admiral. 
You see, at this point.... I’m pretty much the Queen 
of the Universe. And not all of your little soldiers or 
space ships will stand in my way again. 


DUGALLE: So be it. 


Zerg Tactics y 

The three separate forces pose very different 
challenges for the Zerg swarms. The UED to the 
north have considerable control of the air, in the 
form of Battlecruisers, Valkyries, and Goliaths. 
Mengsk’s forces in the west rely on a rather brutal 
ground attack made up of Siege Tanks and infantry, 
backed with nuclear missiles. The Protoss to the 
southeast use every weapon in their arsenal, 
including psionic powers courtesy of Templar, Dark 
Archons, Arbiters, and Corsairs. 


Your starting base lies in the middle of the space 
platform with three ground entrances leading into 
your main stronghold. All three enemy forces send 
considerable troops into your base early and hard, 
so fortify your foldings immediately. Enemy attacks 
— Ss can occur at any of 
the three entrances, 
so guard all three - 


fea 


RESEARCH RURROWING AS 
SOON AS POSSIRLEs 
BuRROWED ZERGLINGS 
AND LURKERS MAKE 
AWESOME EARLY WARNING 
DEVICES, AND YOU CAN 
PLAN EFFECTIVE AMBUSHES 
USING LURKERS AND 
BURROWED HYDRALISKS 
ALONG THE PATHS THE 
ENEMY GROUND UNITS TAKE 
TO YOUR SASE. IF ONE OF 
YOUR €XPANSIONS 15 
OVERRUN, BuURROWING 
ALSO ALLOWS YOU TO 

SAVE MANY DRONES YOU'D 
OTHERWISE LOSE. 


Now you have a difficult choice. You must attack one 
of three enemy forces, but each offers a different 
challenge, Attacking Mengsk’s bases to the west with 


ground-based defenses. The Defiler’s Dark Swarm 
ability can quickly turn the tide, as the UED has few 
units here that can affect your melee attackers 
‘operating under the cloud of a Dark Swarm. 

Taking out the UED is a priority if you're having 
real trouble defending your Overlords from ma 
rauding Valkyries. 


You can attack the Protoss froma both ground and 

air, but the defensive abilities of this opponent are 
quite nasty. Dark Archons will Poss ss your key 

units, or Maelstrom entire masses of'Zergs at once. 
Templar, with their Psionic Storms, are always.a. 
danger, and both Arbiters and Corsairs can break up» 
attacks in a frighteningly effective way using Stasis 
Field and Disruption Web. Once the Protoss are 

gone you'll no longer 
have to worry about 
Corsairs disrupting 
your Sunken and 
Spore Colonies,and 
you will have put an 
end to their power- 

ful attacks. 


cae 


With this knowledge 
of enemy defenses, 
you can decide 


ground troops is difficult. His Siege Tanks, Marines, 
\ Firebats, and Ghosts can decimate Zerglings, 


where to direct your attack. However, when you 
engage the enemy, make sure you do so with over- 
Hydralisks, and even Ultralisks quickly. Defilers wheiming force. Once one of the enemy bases takes 
and Queens are a must for supporting any ground serious. damage, you can expect all three sides to 
attack with their Dark Swarm and Spawn Broodling = send units to try to 


with Sunken 


I’ve already spotted the other two fleets. 3 
Colonies. 


ARTANIS: Kerrigan, this is Artanis. My brethren and 
I have come to avenge the deaths of Fenix, the 
Matriarch, and all of the er Protoss who fell 


AY \ 
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before the Swarm! It is long past time you paid for 
your crimes against our people. 


INFESTED KERRIGAN: When it rains, it pours— 


MENGSK: Hah ha ha....The Protoss, too! Care to 
take a guess as to who the third fleet is? 

i Hat 

s. It’s 
leet. 


INFESTED KERRIGAN: No need to gue 
DuGalle and the remainder of the UE! 


DUGALLE: That is correct, Kerrigan. This 
Admiral DuGalle. | am giving you one fast 
to surrender your forces, and submit 1 
sovereign authority of the United Ea 


h Directorate. 


INFESTED KERRIGAN: Gee, that’s a tough one, 
Admiral. You'll have let me think for a minute. seo 
You know, Admiral, I think I'll just massacre your 
remaining troops now and watch you die in agony. 
How would that be? wee 


DUGALLE:You vastly underestimate me, my dear. 


pri 
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must build Spore 
Colonies, as well, to 


a help defend against 
attacks from the air. A’smaller force can guard the 
northern entrance, because you have a more 
defensible ramp there. sy 
Ready a mobile force of Hydralisks and Zerglings to 
reinforce your static defenses at a moment’s notice. 
You. must begin producing Mutalisks, as well, as a 
mobile reserve. Siege Tanks and Reavers have a 
hee longer range than 
your Sunken 

Colonies, and you'll 
need the Mutalisk’s 
fast airattack to 


assaults. 


| 
| 
| 
| 
| 
| 
progresses you’ | 
| 
| 


break up their i. 


abilities. Engage Mengsk with a sizable air force, 
including Guardians and Devourers, but don’t 
assume he’s defenseless in the air. He controls 
numerous Wraiths and Science Vessels that can 
disrupt your air attacks, and the enormous number 


of stimmed Marines can chew up Mutalisks quickly. ; 


Remember to bring in Overlords to spot the 
Wraiths, Ghosts, and Spider Mines. In taking out 
Mengsk, you eliminate 
\ two key threats— 
Siege Tanks and 
Nukes. Both can cause 
real problems when 
you are trying to 
defend your resources 
and the Hive clusters. 


The UED to the north 
are more vulnerable 
to strong ground attacks, but they compensate with 
a powerful air defense. You'll need a strong Hydralisk 
force to take down the defending Battlecruisers, but 
Zerglings (with the Adrenal Glands upgrade) and 
Ultralisks will also be a big help in taking down 


oN Se 


thwart your attack. 
You must destroy 
each base quickly and 
decisively, or you'll 
fight what seems 

like endless streams 
of reinforcements. 


a sure route to 
af at. Just remem- 


emy forces off 
map to claim your 
final victory. 


¥ 
. 
ie 


eS 
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STARE? AFT “AY OFFICIAL STRATEGY — 27 
|| svaRcRarT 64 ScENaR T 


INTRODUCTION 


IN ADDITION TO ALL SIX STARCRAFT 64 EPISODES 
(58 MISSIONS TOTAL), YOU CAN ALSO SELECT 

FROM SEVEN NEW SCENARIOS. EACH ONE IS FREE FOR ALL: It’s every race for itself in this — 
PLAYED ON AN ORIGINAL MAP, WITH A VARYING format. Trust no one. 


NUMBER OF OPPONENTS AND ALLIES,AND FRom ~~ MELEE: Instead of pone Ga ee mee: 
- race: 5 eve je 
A RANDOM STARTING POINT. BPE eae ewe | n. BeNer Ones 


BE =e STARCRAFT 64 SCENARIOS 


— < The network of land — ney 

_ “| bridges on the main- owas s 2a ENE || 

Fo tand at each © Poe a 

‘” base with the mam 
resource nodes, an 

| each other. The ' 
bridges are narrow 


When ittacking, 

use the ridgelines as 
and easily defensible, a defen wall when 
especially by the kee ga using a long-ranged 
”) Terrans. Build - — oe assault. Place 


Ee Bunkers, Pho Guardian 
ei Cannons, or ken 


ridgeline 
~ Colonies at these the enemy 


~ ALLIED: Now you have the advantage; all you choke points as lay Siege Tanks | 
: need to do is pick your new best friend(s) and _ quickly as possible up to rain death down | 
. fight a computer-controlled enemy. "to cut off your upon the enemy with ] 


opponent's access to. 


relative safety. | 
key resource mages. 


LLENGER (1 Vs. 1) 


| to capture empty 
platforms and lay 
down base defenses 
as quickly as 
_ possible, securing 4 = : 
the area. Then go You begin in the upper middle of this oversized 
back and begin map, with your opponent in the lower middle. 
collecting the ample ao land bridges connect your territory to 
resources. A “Quick your opps "soe ’s, so build defenses early. In addition 


} On this ashworld map, you face a ing ? Ps 
| charcoal labyrinth of canyons and ridges. Most land- Both you and your opponents begin on islands, yours 


= based assaults will be hindered by the relative lack in the northwest, theirs in the southwest and central 

of mobility in this scenario. Most large forces will east. Resources are plentiful on this map, but with two reels! 
have difficulty moving en mass, but that includes ees py Cut Seica eure Me acl esac ‘ll { i) @ 
your opponents’ forces. Bases in this scenario are lespane 'Geysers faster than usual. Your enemies wil 

very defensible, but the lack of mobility fosters pea! bei Shuttles or Sere ele tt 
dependence on air power. Therefore, build up land ee eX pIOiay waa meson rce Motes rs 
defenses in the choke points of canyons, but defend 

the interior of your bases with Missile Turrets or ; 
Spore Colonies. a 


Id be to capture the central the re: -laden mainland, there are many 
platform, then bai the remaining two. No ds also pe pit with minerals and Ve: 
matter how solid emy defenses are, Gas. Because of of these islands, development 
Dropships, Shuttles, or Overlord Transpo 


very short game. 


a base.also includes a second Ve = 
“~~ speed technology a ie 


~ 


14= 
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Tz 
‘Se . ; af -_ 
\ = —_ 


Because you are on an island, ‘concentrate on building ry = Along t! 
air defenses rather than land-based ones. You will H UN T ERS (1 VSa ae ona edges of 
more likely face hordes of Mutalisks or fleets of ey oe map are several 
Wraiths in the scenario’s early stages. Once you Eo - | resource-rich 
~ eI gain a foothold on oy Coie ee plateaus. These 


& 


the mainland, return 
to a more balanced 
strategy of base 
defenses. 


areas make ideal 

6 base locations and 
bow od should be captured 

: as soon mn as possible— 


The central 
resource node 
is both rich and 
extremely 
defensible. Capture 
his spot, and you 


before any other 
sean your main pee build strong static deers, 
with a large mobile force of troops to move where 
"your pistes are weakest. Defensive structures, 
along with strong 
' expansion, are your 
‘only hopes of 
will take a big step defeating your 2 
| toward defeating ; 4 é . 2 | numerous | 
your opponents as _& Z ; a opponents. --f 
EA , they make their ‘ J c 


|sexpansions. Resources abound in this mineral garden, so rush ; : en ¥ 
Zee out to collect gi share. Once again, ok e teeny a 2 
wre numerous islands scattered throughout nap S| ’ 
allow : you to build thrivii TF + 
Loop Baty (1 Vs. 2) 


impervious to land attack. 
essentially 


mainland. Due to 
congested nature 
‘of the map, defense is | 
easier than normal. 

Clog choke points 


_ with your units and 
defensive structures 
ta lir 
access to valuable 
resources. 


immediate left, 
the sheer number 
of enemy forces 


your opponents 
your Bunkers or 
the free platform, p! 
a. 


Brushfire is one of the most defensible maps of the 
- game. The map is separated into a series of small 
islands, connected by bridges. The large landmass in 
the center of the 
map contains a 

| convoluted bunch 

’ of land bridges, 

| just perfect for 
defending. Terrans 
will excel on this 
map, with their 
ability to clog and 
clear choke points 
with equal ease. 


cing special emphasis o 
defending airdrops 
— \ from the north. 


Don’t try to capt 
the central p 


defense is tough on 


ESS then attack __ is relatively open, wi 
3 “your enemy when you —_ allowing for large troop 
! = have constructed suf base can be accessed from. 


ficient forces to do so, _ requiring you to split your fore 
Prinegeniie 


defend yourself. 


6 . _, This is an extremely 


BE 2 STARCRAFT 64 SCENARIOS 


Aggressive expansion is your only hope in this mission. 
Begin costructing secondary and tertiary bases as 
soon as possible, and defend them using nearby choke 
points. Later in the game, expand your air defense, as 
your opponents are sure to attempt to bypass your 


to capture the bridge 
| leading to each of 4 


a corner, you can 
prevent them from 
capturing valuable 
resource nodes. 


Hunters (1 vs. 4) 


» "| difficult scenario. 
The only thing going 
for you is the ease 
of defending this 
congested map. 
Long, narrow land 
bridges are every- 
where on this map, 
along with abundant 
resource nodes. 

Try to capture the 
central landmass 
and fortify it for a 
massive invasion. 


ittack this si ut fortunately, 
they ignore your 
~ other, smaller bases. 

While the enemy 
focuses on the 
central base, you have 
the opportunity to 
capture valuable 
resource nodes around 
. the map. Although 
these secondary 
bases will eventually ~~ 
| draw fire, you can a4 

build fortifications que” 
while your enemies —. 
are distracted with the <= 
central base. 


primagames.com 


ANTAR oy re PRIMA’S OFFICIAL STRATEGY GUIDE 


2-PLAYER MODE 


Pa PLAVER MODE 


INTRODUCTION 


FOR THOSE WHO HAVE COMPLETED EVERY MISSION AND 
BEATEN EVERY SCENARIO, CHALLENGES YET AWAIT IN 
2-PLAYER MODE, WHERE YOU CAN CHOOSE FROM DEATH 
MatcH, COOPERATIVE MODE, AND CUSTOM 2-PLAYER 
MISSIONS. ALL THREE RESEMBLE A REGULAR STARCRAFT 64 
GAME EXCEPT FOR THE HORIZONTALLY SPLIT SCREEN, ONE 
HALF FOR EACH SIDE. HOWEVER, THE GAMEPLAY IS WORLDS 
APART FROM GOING UP AGAINST THE COMPUTER. JUST 
comme, KNOWING THERE ISA 
>») REAL PERSON BEHIND 
THOSE DROOLING S 
THAT ARE MUNCHIN 


Custom 2-Player Missions 


This is where you have the most flexibility in 
designing the rules and regulations for your 
2-Player games. Each game includes special 
goals and obrestves that are designed to take 
full ad 


IERAL 2-PLAYER 


STRATESIES a 


“oe Start-up Strategi 


Shag , 
i oe SLIMY) FEELING 
| ALL OVER. 


Most of the skills you developed in playing the 

various StarCraft 64 missions will serve you well | 

in 2-Player mode. Here is ic to-do list for 

surviving against live isa i 
! 
i 


~ Construct a strong force of resource collecting 
units, as well as a solid base infrastructure, including 
ath Match every unit-producing building. 
In this format, you go one-on-one a 
opponent in an equal environmen‘ 
start with Drones, Probes, and SCYs (four cach) 
a huge load of resources, and an empty field for base 
construction. Obviously, your first job is to collect 
~ resources, build and expand your base rapidly, 


© Fortify your base 

well, with both fixed 
and mobile land 
air defenses. 


clear access routes, 
limitations, and 
potential ambush 
€ points. 


your opponent. 
so much fun. 


Cooperative Mode 
. 


ilding Strong Defenses 


Hf you have true team spirit, this format is for you, 
Here, you can pair up with another player a; 
or more computer opponents. For eas, 
we've included the player require: 


pictures of each map at the end o! younway way through the tech tree, lefsurely k 


iat a 


‘Human opponents typically attack muc! 


v 


¥ 
{ Custom Nss1I0ONS 


your base. Prepare 
for an early attack, 
adding Bunkers, 


Guardians \ 


as possible, 
before you build up 
an attack force. You 
q don’t know how the 
attacks will arrive, so 0 you me, build a solid air 
defense as well, adding the proper units for the race 


you contro Don’t forget scanning units f 
for early warning capabilities. of 


' Expand Quickly 


Finally, expand as if your life Ch itl on it... 
because it does. Unlike 
_ computer, your oppo! 
4 capturing the resourc 
i map. Build secondar 
mineral fields or vacant Ve 
build a satellite 
won't limit attach 
supply lines running: 
: shine large enough 
lust. 


Geysers. After you 
well—your opponent 


e.With your 
pe space within each base enclosure. 


can be found within the central 

building the base defenses neces- 
esources can be a chore. Most 

S$ unsuitable for structures, 


re on mobil nits, such as 
, than on fix: lefenses, 


in this scenario, as both 


le your opponent lanypanoy ? 


j Expect the Unexpected ; 
Siege Tanks 

Another characteristic of a human player is 

unpredictability. Try to prepare for even the most 

unlikely of threats, be it a flood of enemy units 

© pouring through a hard-to-reach rear entrance 

’ to your base, or a fleet of powerful air units 


Build an air defense ez 
a 

? 

raining death down upon you from above. Human 


bases are vulnerable, esp ially from attacks to 

the extreme east along the edge of the 
map. Add air transport capabilities to allow you to 
reinforce and/or repair those units on the high wall. 
Make an early push for the resource nodes outside 
your base, and reinforce those footholds as quickly 
as you can. 2 


opponents tend to use unconventional tactics, 
coming at you from angles you wouldn’t have 
thought possible. 
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2-PLAVER MODE 


On this map, two players co: 
center platform. The player wi 
. the platform by the end of this 30-minute scenario 
wins. You have limited time, so. move quickly. Begin 
by building ground defenses near 
your base (the edge along 
_ Map). Next, ‘sail over thi 
right with air drop units, 
substantial air defenses in ‘1 b| 
p (located at 12,3, 6, and 9 o’clo 
ite a substantial ground force, 
three resource nodes you now control, to hold your 
territory and prevent enemy counterattacks that are 
likely to come from the many ridges and pk. 


When you are ready to attack, push in two 

ctions. In the center of the map, try to control 
artificial mesa. This structure has 
from virtually every direction, so rely 
rather than fixed defenses to hold 
joice—it’s impossible to build 


structures here). 


Your best tactic for nihilating enemy f 
bases is to use high ridgeline to attack vital 
structures from relative safety. The ridgelines 
finger their way through your enemy’s bases, 
name ne acenes sre} sides of their terri 
U ge attackers and air uni 
ridges with strong ground defenders at 


an leading out of the enemy val lfeys to 
eee! off counterattack. . - 


468. 
pinot 


- all four compass directi 


Old Faithful 


The object of this map is to gather 5,000 minerals 
before your opponent does. The minerals are clus- 
tered in the low-ground o map, spreading out in 
. The trick is to be careful 
of the seismic anomaly that comes along every 
eight minutes, destroying 
on or above the low-groul 


Both players are Terran on this map. Use the 
maneuverability of Terran buildings to your advan- 
tage. Within the eight-minute time interval, you can 
position Command Centers closer to the mineral 


- clusters and SCVs so you can mine faster. Move 


them out again before the earthquake hits. 


Use your SCYs to scout the surrounding area 
and spot attempts by the enemy to mine 
middle of the map. Don’t be afraid to. 

its if it means you can den: 


‘ombat 


your harvesting tactics 
inst your opponent’s own 


jonent his or / 
is. During the ot 


ae a 


two 10-minute hah 


The key to this map is quickly building additional 
Bunkers and Siege Tanks to fortify the entrance into 
your base. Use the N64’s Map Hot Keys to bounce 
quickly between the base entrances to fend off 
simultaneous attacks. Re-enforce these entrances 
as necessary. ¢ 


The really sneaky players can subtly fe the 
war-making capabilities of the opponent by quietly 


attacking his or her Factories and Barracks with 4 
Siege Tanks. Just be careful you don’t weaken | them 

too much, or your own flank will be exp' to 

the Zerg. 


ual troops are allotted to both 
io goes to the best strategist. An 
care for defense, is an effective 
enemy terri- 


a 
ides, so. is scen: 


all-out rush, with 
strategy. Rush the Beacons held withi 
tory, keeping your men spread out as you 
They will draw tremendous fire, but as one unit falls, 
another gets closer to the go: ‘the Beacons. 

Bringing the crystal “foo' 
beacon scores seven | 


controls a b d-up 
lays a toughened Ultralisk 
of Scourge for air support. 
ling Terran base, each 
the most Terran build- 
minute timer is up- 
t 
e 
While it is t mpting to attack your opponent’s 
“monster,” it doesn’t generate any points. 
‘Concentrate on destroying the most valuable 
(point-wise) Terran buildings such as Command 
‘Centers and communication buildings-(the ones 
with the radar dishes on top). 


On this map, 

Archon, while % 
with a regenerating. 
Set in the midst of a spr 
player competes to dest 
ings and units before the 


‘Two Terran players are trapped within their fortified 
encampment in the center of the map. As they wait 
for rescue, they are besieged by wave after wave of 
Zerg invaders bent on destroying them. Of the sur- 
viving players, the Terran force with the most points 
(scored by Zerg kills) is the victor. 


Remember that the Zerg Ultralisk cannot attack 
air units. Use your Scourge to destroy the airborne 
This map is an interesting blend of co-operative units of the Terrans. - 
and competitive behavior. The players must work 
together to make sure the Zerg do not overwhelm 
their common base, and yet they must compete for 
kills to win. 
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- 
a 


ca” 
rested 


n- 


This map is 
“classified” and is 
only available after 
you defeat all of the 
« StarCraft and Brood 
War missions in the 
game. After you 
have completed 

E these missions, this 
j — ~*~") map becomes 
i available in the 
| aes 2-Player section 

: : of the multi- 


mor and Taldarin, Ae, ti si 
given landful of units 
you feel stu 


scout ahead and reveal enemy fo 

attacking them. Work togethe: 

abilities of each of your units to 

or circumvent enemy defenses. Remember that 

brute force is not necessarily the best approach on 
jis map. 


Zerg R f 

This entire b 
mission is playe 
out on the central 
island as a game 
of three-on-three. 
In the center of 
all is a larg 


‘| north and south 
side of the island. 


w 


Custom Mars 


_ 


—_ 


Blood Bath 
(Four players maximum) 


2-PLAYER MODE 


_ Challenger @ * a 


o players maximum) 


Discovery 
(Two players maximum) 


Divided Factions 
(Five players maximum) 


2-PLAYVER MODE | 


Opposing Cities 


) 


ayers maximum 


pl 


(Four players maximum) 


Orbital Death 


Lost Temple 


(Five players maximum) 


(Four players 


se ar = Rutan ems nmaram sui om oat ral Osa j 2-PLAVER MODE | 


ou ay age Sola : Space Madness 
L UL “Give play players maximum) a ee (Two mi | (Two players maximum) 


‘oe 
Power Lines ; River Styx 
(Four players'm 4 (Two players 
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SLL ane 


SOVWvd HSV1dS. 


YSIIGON HOVLLY 
GNNOD/UIY 


UNIT TABLES | 


YOVLLV UIV > é MOVLLY HIV 


QT3IHS 


SLNIOd LIH 


AZ 
ba 


SV5 3NadS3A 


| 


SS Unit Tease 


OTO: 


| STVHSNIN- 


8 
I 
- 
2 
& 
Ey 
5 


is 
(Two players m 


Volcan 
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laye 


Sm 


ree Kingdon 


TAR i 
The 
(Th 


Aa 


se Br us 
2 z an = 4 
2 g rq g < S 38 a 
S = Fa a 5 a 3 z E BS 5 
5 2 5 a ba a I 3 =< Sa s 
3 = s B = Fa & & = aa B z 
—— — ees emer me CS ee 
Broodling 0 0 0 30 0 a 4 0 1 NO 0 
Defiler 50 450 2 80 0 1 0 0 0 No 
Devourer 150 50 2 250 0 2 0 a 2 Special 40 
Drone 50 0 -_ 40 0 0 5 0 0 NO 20 
Eog f) 0 o 200 0 10 0 f) 0 NO Q 
Guardian 180 200 2) 0 |. a 0 2 NO 40 
Hydralisk 75 5 1 30 t) 0 10 10 1 ¥ 
Infested Terran 100 50 1 60 ee ee o 
Larva 0 0 v 25 0 10 0 t) Q 
Lurker 125 125 26. 313 TE} S20 -o 2 
Motalisk ct) ieee rs . 420 f) 0 9 me 9 1 
Overlord 100 0 a 00 re t o- 0 0 
Queer 400 150 ) 120 0 ss0y == 0 a 0 
ge 12 38 05 25 (yee 0 0 110 a 
Spore Colony 175 0 * 0 400 0 0 0 15 0 
Sunken Colony 50 0 oN 400 0 0 40 0 (a 
Ultralisk 200 200 6 400 q 1 20 0 & 3 
Zergling 5 0 a5 Ki 0 Q 5 a 
| 4 tf +. ~;™ 
e at ‘ \ AN a. 
cx «= % + 1 XS 
ROTOSS a od 7x. % xv‘ , 
= 7 
PROTOSS STRUCTURE MINERALS VESPENE % SHIELD HITS “a “BUILD TIME 
NEEDEDTOBUILD  NEEDEDTOBUILD = “ 
Arbiter Tribunal 200 150 500 
_—Assimilator 100 on | Bo rs rs 
Citadel of Adun 150 700 450 450 60 
Cy 200 ee 
Fleet Beacon 300 200 500. 500 60 
Forge 150 0 7 40 
Gateway 150 0 500 500 60 
Nexus X\ 400 PE) 750 750 120 
Observatory 50 100 250 250 30 
Pylon AN 100 0 300, 300 30 
Robotics Facility 200 200 “500 500 80 
Robotics Support Bay 150 we) 450 30 
Shield Battery 100 a 200 200 30 
_Starg \ 10 iso 600 600 70 
Tem sible Archives 150 200 500 500 60 
= -_ 
a = 
2 
5e 
pr mapanetiing 
ca 


-| 
i 


\ 


See een HE eR SRE St re Ap m= RE Sede eieaeeimnietiaentiaattesteateaiteeatmmmneneenente a cateeetenimaiammenename Oe 


TERRAN STRUCTURE MINERALS VESPENE SHIELD HIT PO! ms BUILD TIME 
k NEEDED TO BUILD NEEDED TO BUILD 
Academy 200 0 ry) 600 80 
Armory 100 50 0 750 co 
Barracks 150 0 0 1,000 cs) 
Bunker 100 0 0 a 
~ Command Center 400 Q 0 1,500 120 
Comsat Station 50 50 0 500 
Control Tower 50 50 0 500 40 
4 Covert Operations. 50 50 i) 750 40 
___ Engineering Bay 125 0 0 850 60 
OF 200 100 0 1,250 80 
50 50 0 750 * 40 
iF 0 600 80 
Physics Lal Lab _ 50 i) 600 40 
Refinery 100 0 750 40 
Science Facility 150 0 850 80 
Starport 150. 0 1,300 70 
‘Supply Depot r 100 0 500 40 


MINERALS | HIT POINTS BUILD TIME 
NEEDED TO BUILD 
Creep Colony 75 400 20 
Defiler Mound 100 850 60 
Evolution Chamber 75 . ) 0 750 40 
Extractor * 50 0 0 750 40 
Greater Spire 100 150 i) 1,000 120 
Hatchery 300 0 el 4,250 120 
Hive 200 150 0 2,500 120 
Hydralisk Den 100 - 50 o 850 40 
Lair 150 100 0 1,800 100 
Nydus Canal 150 Q 0 250 ch) 
Queen’s Nest 150 100 0 850 60 
Spawning Pool 150 0 0 750 80 
Spire 200 150 0 600 120 
Ultralisk Cavern 150 200 0 600 80 
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— o ae 
cou ITER List 


COUNTER LIST | 


TERRAN UNIT 


Firebat ae Draconic: Hydralisk : 
| Vulture : i fe ‘ ws Dragoon F Hydralisk ; pelle ourer 
Goliath Sie Tank Dr — Hydrate a Bh ra Titi vra a Scout MutalScourge 
; =, , ae dian 


Lurke r 


Devourer 


Devourer 


OSSUNIT ‘TER UNTER “5 PROTOSS COUNTER rere , 
7 Dragoon/Reaver _* “Zerging : 
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BUILDING DEPENDENCIES 


PROTOSS BUIDDING DEPENDE 
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Cy \ = : a — een ae) 
ZERG UNIT ey 
DEPENDENCIES S 


HATCHERY 


| SrAwnNinG Poo 


Unit PRODUCED AT | 


Unit Requires 


PARENT UNIT 
REQUIRES 


UPGRADE TO Hive] 


HATCHERY 


[TemPrag 
— ARCHIVES 


G15 ReQuIReD FOR 


GN. FD oN 


etieeSiceres (Fleet Beacon) 
| TRIBUNAL ES mails 
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BUILDING DEPENDENCIES 


|] | ZERG BUILD! DEPENDENCIES 


ln ee afl ‘ 
ad : : 
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| Sure ‘Derot | | SENTER? ‘| | REFINERY 


Avaunnam 


| BARRACKS CHameen 


SUNKEN 
__. CoLony | 


— 


(MacHine SHor | 


| Stareort | 
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| Stanon 
aN 


| UEEN'S 
Nest 


Scence 
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Electronic Entertainment, 
Platform: Nintendo 64 4 


Extensive walkthroughs 
and maps for all 58 
original missions and 
27 new scenarios 


ZERG UNIT 
DEPENDENCIES 


“ea. 4 


a Complete stats on 
j every structure, airship, 


and ground unit 


a &® In-depth tactics for 
constructing and 


Ss organizing powerful 
\ —— E base camps 
a \ lige ak" j eI Exhaustive resource 
Aq 2g Me * management techniques 
Bh Le, ing ; : 
Pp 4 Customized battle strategies 


for each race: Terran, 
Zerg, and Protoss 
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